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ALL NEW FEATURES 


A new hex-based gameplay map opens up exciting tactical combat and 
expansion strategies. City States become a new resource in your diplomatic 
battleground. An improved diplomacy system allows you to negotiate with 
fully interactive leaders. Custom music scores & orchestral recordings give 
Civ V the level of polish and quality you expect from the series. 


WIDE SYSTEM COMPATIBILITY 

Civilization V operates on many different systems, from 
high end DX11 desktops to many laptops. Enjoy unlimited 
installations on multiple PCs with your Steam account and 
take your Civ V experience with you everywhere you go.* 
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Ultra realistic graphics showcase lush landscapes 

| for you to explore, battle over and claim as your 
own. Art deco influences abound in the menus and 
icons in the most well-designed Civ ever developed. |. 
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COMMUNITY & MULTIPLAYER 
Compete with Civ players all over the world or locally in LAN 
matches, mod* the game in unprecedented ways, and install mod: 
directly from an in-game community hub without ever leaving th 
game. Civilization V brings community to the forefront: i 
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"My number one most anticipated game. 
| will probably play Civ V for years.” 
— IGN, BEST STRATEGY GAME ЕЗ 2010 


"Games like this remind us why it 
is still good to be a PC gamer." 
— GAME INFORMER, BEST OF PC, 

BEST STRATEGY GAME 


“We won't be reachable for at least a week 
after this game comes out. Sorry about that." 
— ENTERTAINMENT WEEKLY.COM 


“A continued commitment to the elements 
that make strategy gaming great.” 
— GAMESPY PC GAME OF SHOW, 
STRATEGY GAME OF SHOW 


“Simpler to play but deeper to master. | 
Civilization is back in a big way" 
“Just continues to blow us away.” 
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"This is a day one purchase for sure." 
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Remember where it all began. 
RE M EM B ER REACH 


This is the beginning of the entire Halo story, and its most epic chapter yet. 
Before the Covenant can be defeated on Earth, before humanity can be saved, 
the battle for Planet Reach must be fought. You and the rest of the Spartans of 
Noble Team must exhibit the kind of courage and sacrifice that will ensure one 


of humanity's darkest hours becomes one of our finest. xbox.com/haloreach 
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Psychologists help us understa: : 
why so тапу people are drawn tothe : technology behind several iconic 
act of shooting in video games. : game weapons—and which of 
: them could actually exist. 


Veterans of major conflicts 
like the Vietnam and Iraq wars 
discuss the sensitive topic of 
how real-life combat is 
portrayed in video games. 
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Preorder Now! 


Limited Collector’s Edition 
Early Access: Play 8 days prior to 
the release of the Standard е 
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PEOPLE LIKE 


This month's cover package 
isa little different from what 
we've been doing for the past 
year. Every is 
beginning of 2010 has been 
designed with an embedded 
"meta-theme" in mind, but 
these have mostly been loose 
editorial connections that 
have given each issue a vague 
underlying narrative. Т 
time we decided to step things 
up a little, though. 

Every year we come away 
from big game events like E3 
struck by the huge number of 
shooters that are presented, 
and often cynically wonder 
if they're just given such 
prominence because they're an 
easy metaphor for "hardcore 
gaming.” If Sony, Microsoft, 
tendo want to assert 
their gaming cred they just 
need to put a handful of fir: 
person shooters in front of us 
and we'll believe them, right? 
Sony, particularly, has been 
using this technique to remind 
us what the PlayStation 3 is all 


ue since the 


or 


about for years now. 

But why does it work 
though? Why do we associate 
shooters with this kind of pas- 
sion, and why do we all consume 
them all so voraciously? Our ini- 
tial goal for this is 
to the root of this fundamental 
question, but as we dug deeper 
and spoke to game designers, 
behavioral psychologists, and 
even combat veterans, we 
that there was much more that 
we needed to discuss. 
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Sales Director, Bay Area and Northwest 


TOSHOOT STUFF 


In building our whole issue 
around the meta-theme of 
shooters, we said from the 
beginning that it had to 
be much more than just a 
big bag of boring previews. 
Hopefully you'll find that 
what we've put together 
serves a deeper and more 
interesting purpose than that. 
The 47-page narrative kicks 
off with an exploration of 
the psychology of the genre, 
the fantasies the experiences 
satisfy, and the catharsis 
they provide before we look 
at the motivations behind a 
collection of sci-fi and fantasy 
shooters including Halo: 
Reach, Bulletstorm, Rage, and 
Gears of War 3. From here 
we look at the science and 
behind the weaponry that’s 
featured in games before we 
dig into the more historical 
and realistic depictions of gun 
violence in games like Call 
of Duty: Black Ops and ev 
Ghost Recon: Future Soldier. 
Finally, we bookend the whole 
package with a look at the way 
combat veterans feel about 
the subject, and how their 
insights are utilized. 

We hope that the issue gives 
you plenty to think about, and 


n 


that it provokes some reaction 
Please feel free to let us know 


your thoughts by emailing us at 
feedbackegam 
joining our Facebook 
community at facebook.com/ 
gamepro. You can also follow us 


on Twitteregamepro.com. Él 


epro.com, or 


ngeistegamepro.com 
back@gamepro.com 
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In response to “What the PSP2 Needs to Be” 
by John Davison [GamePro.com] 


» As made evident by the spiking numbers in both DS an 
piracy, support for physical media on handheld game consoles 
is dying. Im betting that Nintendos upcoming 3DS willbe the 
last Nintendo handheld that comes with the option of a physical 


game cartridge. 


he sad truth for this current 
generation of handhelds is 
that piracy makes the gaming 


experience much more convenient 
for many gamers by eliminating the 
deed to haul around an assortment 
of UMDs or game cartridges. The 
ability to load such games on an R4 
card of Memory Stick Duo is what 


attracts many pirates in the 
place, regardless of morals. 
and Nintendo can strike a bi 
between store-bought phys 
media and a solid, well-su] 
gaming network, Id feel mt 
confident 
of handhelds. 
Zemmix-via GamePro.com 
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HAVE SOMETHING TO SAY? 
DROP US A LINE AT FEEDBACK@GAMEPRO.COM 


While the option to download and replay 
PlayStation 2 games on the PSP2 is a fantastic 
concept, there are many Internet service 
providers in North America that are subject 
to monthly bandwidth caps. Major Internet 
providers like Comcast are also known to 
throttle customers' Internet speeds if they're 
downloading too much content. Many 
PlayStation 2 games would require a full three 
or four gigabytes of data—and that's not even 
counting games like God of War and God of 
War II, both of which were originally released 
on dual-layered DVDs. Will gamers be patient 
enough to wait out those large downloads, and 
will their Internet service providers be willing 
to lend them the bandwidth? 

Frozzted-via GamePro.com 


In response to "One-Band Wonders" 
by Joe Rybicki [GamePro #263, 
August 2010] 


Single-band games are a terrible idea, and will 
remain so until somebody gets the formula 
right. The Beatles: Rock Band only took me 
about five hours to complete, and Green 

Day: Rock Band took me even less time. Why 
should I pay $60 for a game with only 40 songs 
while Rock Band 2, a game that's two years old, 
has well more than 80 songs, and counting? 
Bob-via email 


In response to "The State of 
Westerns" by Jason Wilson 
[GamePro.com] 


During my brief stint in film school, I had 

it drilled into my brain that westerns are all 
about scenery and cinematography. I don't say 
that to discount anything in this article—cer- 
tainly, all of the author's points resonate—but 
rather because that concept makes the lack of 
western games all the more perplexing to me. 
Westerns are about scenery and locations; 
games are about exploring spaces, and both 
are intrinsically invested in their use of 
cinematic "mise-en-scene" structure and ar- 
rangement. The western and the video game 
seem like a perfect match if only for that 
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reason. If I’m a game designer looking to film 
for inspiration, the western seems like such a 
natural go-to genre. 

Higgles-via GamePro.com 


I'm glad to see there is a "state" for western 
games at all. Ever since I first played 
Neversoft's Gun I've wanted more games 
about cowboys, train robberies, and old- 
world survivalism. 

This article was a great start to the discus- 
sion as to why western games are on the rise 
and what they need to accomplish to remain 
relevant, but I was bummed that it stopped 
at one page. But then again, that's probably 
just me being thirsty for more information 
on the subject. 

MHMason-via GamePro.com 


In response to “The Most Imy 
Thing I Saw At E3” by John Davison 
[GamePro. com] 


I sincerely hope L.A. Noire’s MotionScan 
motion-capture system works out as intended. 
Any new technology that helps better pull me 
into a game's story is a win in my book. Still, if 
this technology takes off and other video game 
and movie studios start using it, wouldn't that 
all but eliminate the need for animators? 
Scruss-via GamePro.com 


So much for manually modeling, texturing, 
and animating a character from scratch. 

Geoff, my animation professor, says that the 
movie and gaming industries are constantly 
changing, and that tomorrow your job could 
be cut because of new technology. Heck, I was 
going to take an entire year to study up on and 
become an expert in the Face Robot animation 
suite from XSI, but now I can't help but won- 
der, has MotionScan replaced the need 

for that technology? 

kurall creator-via GamePro.com 


The MotionScan tech is indeed very impres- 
sive, and while I hope it gets some significant 
use from developers in the near future, I can't 
help but have some slight reservations about 
its practical implementation. For instance, do 
you think the captured animations can be ap- 
plied to existing custom-made models? 

My chief concern is that, instead of vastly 
different casts of characters in our video 
games as we're used to, the MotionScan 
technology will yield the same selection of 
human actors over and over again in the vein 
that Hollywood recycles their stars. My great- 
est fear is relating a video-game character 
to the actor that portrays them, rather than 
remembering them by their own original 
merits and defining story arcs. 
Stringycustard-via GamePro.com 


Hotinthe Forums 


Have something to say? Join the 
conversation at GamePro.com/Forums! 


Why PlayStation 

Plus Will Hurt PSN 

Sony's PlayStation Plus "premium" 

network plan looks to do what every other 
subscription-based service has done so far, 
which is to take a valuable service, like playing 
with other gamers online, and charge a 
nominal fee for use of it. It's been done with 
cable, it's been done with cell phone services, 
it's been done with Internet service providers, 
and it's been done with Microsoft's Xbox Live 
service. I suppose it was only a matter of time 
before Sony jumped on board the “premium” 
bandwagon. ACEMANWISExxx 


The Legend of Zelda: 

Skyward Sword 

Skyward Sword is looking wonderful so far. I 
love the Wind Waker-meets-Twilight Princess 
cel-shaded art style, and the polished Motion- 
Plus control scheme sounds great, especially if 
it works at a 1:1 response ratio as intended. 
The news that Nintendo is considering an 
orchestral soundtrack à la Super Mario Galaxy 
2 is exciting as well, and will hopefully be a big 
step up from the disappointing "midi" tunes of 
The Legend of Zelda: Twilight Princess. Does 
anyone else have any thoughts about the latest 
game in the Zelda franchise? feanaro 


Question: 


Whats your take on | 


3D gaming? 


RRM nnn LW" | 


3D gaming is a pointless gimmick; nothing 


more than a fad, and nothing less: 


It’s still too early to tell; let’s wait until more 


3D games are on the market: 


No doubts about it; 3D is the next generation: 


It's a neat option to have, but I doubt it'll 
change the way I play games: 


robokun: Just read the TheGeekFighters: 
latest issue of @GamePro Just found out I'm being 
cover to cover in the first followed (on Twitter) by @ 


read through. Weird, 
though; I usually only do made it! 
that in the second read 
through... 


can't wait to dig in! surprise there. 
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MavrickHuntrAsh: 
Looks like #Nintendo won 
CMoney4Ever: Just got #ЕЗ in terms of catching 
my new @GamePro issue— ^ consumer attention. No 
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tthe impres- 
sionable age 
of 4, my son 
loved Grand 
Theft Auto— 
specifically, 
the Hot Coffee-moddable San 
Andreas. Before Child Protec- 
tive Services bestows the 
prestigious honor of father of 
the year, let me explain. 

Gaming's been a part of 
my son's life since his birth, 
so I wasn't surprised when he 
showed an interest in video 
games as early as 2. І started 
him where I began my gaming 
career: the Nintendo Entertain- 
ment System. Then one day, he 
caught me playing Grand Theft 
Auto: San Andreas and asked if 
he could play. What happened 
next was an eye-opener. 

With controller in hand, he 
started to press each button 
as he tried to discern their 
functions. Soon he asked, “How 
do I get in a car?" I pointed to 
the button. I egged him on to 
take the car waiting at the red 
light. He quickly looked up at 
me with disgust and refused, 
stating that the person driving 
the car already owned it. His 
response absolutely amazed me, 
so I sat back and observed how 
he interacted with this highly 
controversial game without the 
aid of a rotten-minded adult. 

He entered an unoccupied car 
and drove off. He was mindful 
of the other cars and pedestri- 
ans. He didn't know the rules 
of the road, so he ran red lights 
and turned down one-way 
streets in the wrong direction. 
He did, however, stop at inter- 
sections if cars were waiting for 
the light to turn green. 

At one intersection he 
attempted to brake but was 
traveling too fast. Instead of 


OCTOBER 2010 // 


plowing into the rear of the 
car ahead, he swerved to the 
right and popped up onto to 
sidewalk. In doing so, he ac- 
cidently ran over a woman. He 
was ashamed of himself and 
profusely apologized. “It’s okay. 
It’s only a game. It’s not real,” I 
assured him. After I explained 
the difference between a game 
and real life, he felt comfortable 
enough to continue playing. 
Seconds later, he witnessed 
an officer jump out of his 
police car to pursue a criminal. 
His eyes brightened as he 
asked if he could drive the pa- 
trol car. I reminded him that it 
was only a game and he could 
take the car. He asked excitedly 
if he could get the bad guys, 
too. With a huge smile I initi- 
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ated the Vigilante Missions. It 
was like his imagination had 
come to life. He was taking 
down delinquents left and 
right. As expected, the danger- 
ous work of an officer brought 
an ambulance. 

At this point my son was 
familiar with the game's 
mechanics and hopped into 
the ambulance. As he put 
crime-fighting behind him, 
he wondered if he could take 
people to the hospital. After 
I taught him to, he was off to 
save a few lives. He hada blast 
racing from point to point, pick- 
ing up people in need, and then 
speeding off to the hospital. 
During one of his life-saving 
adventures, he passed a fire 
house with a fire truck parked 
out front. He didn’t want to let 
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his passengers down, so he took 
them to the hospital and then 
asked if I could guide him back 
to the fire truck. 

Getting behind the driver’s 
seat of the fire truck was the 
most fun he had playing Grand 
Theft Auto. With sirens blaring, 
he chased down the first red dot 
on the map. As he approached 
a car engulfed in flames, he 
showered it with the truck’s 
water cannon. Fire after fire, he 
extinguished them all. 

In his time with Grand Theft 
Auto he never encountered any 
of the controversy surrounding 
this notorious title. He didn’t 
beat any hookers with a baseball 
bat. He didn’t deal drugs. He cer- 
tainly never had a cup of hot cof- 
fee. He didn't avoid these things 
because I told him he couldn’t 
try them. It never occurred to 
him to commit these acts. 

The ESRB rating on every 
game is a great tool for parents 
not familiar with games and 
their content, but I strongly 
disagree with using it as a tool 
to raise our kids. Every child is 
different, and as parents, it's 
our responsibility to cater to 
their individual needs. I don't 
recommend that every parent 
allow their child to play Grand 
Theft Auto. But I would recom- 
mend that you listen and pay 


attention to your children to de- 
termine what they're capable of 
handling and what they aren't 
ready for yet. They might even 
surprise you and find the light 
in something considered dark. 


Matthew Orona has spent the 
past year as a stay-at-home dad. 
When he isn't building forts out of 
blankets and pillows with his two 
boys he contributes to the awe- 
some community at Bitmob. 

This is the seventh piece from our 
ongoing relationship with online 
gaming community Bitmob. 

com. Every month we select the 
best editorial submitted to the 
community and publish it here 

in GamePro. To participate, join 
the Bitmob community and start 
submitting stories. 
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shooters: 
| adast 
Not Into Them 


The industry’s most 


popular genre still 
fails to grab me. 


he biggest 
divide I find 
between myself 
and most gam- 
ers I knowis 
that I just can't 
get into first-person shooters. 
I play them, of course, even 
when it’s just because I feel 
I “need” to, just to “say that 
Ihave,” when I’m aiming to 
understand the experience of 
your garden-variety core gamer. 
But I never feel part of it; I have 
always felt that these games 
are meant for someone who 
isn’t me. 

As perhaps the most 
established genre in gaming, 
designers have had a lot of 
time to refine the FPS, and on 
the mechanics side, there are 
a number of conventions that 
stay the same because they 
just work. For instance, there 
are only a handful of health 
management systems such as 
health packs or the exposure- 
based red reticule. How can 
you improve on “aiming down 
the sights” as it exists today? 
There are game mechanics ex- 
tant in shooters that have been 
honed sharp as glass over the 
years, and while some games, 
like BioShock or Singularity, 
aim to innovate on first-person 
gaming with a combo of new 
mechanics and a heavy focus 
on story, newness is always 
risky, let alone in a genre that 
ain't really broke. If you're 
looking for something new un- 
der the sun, you're unlikely to 
find it in an FPS. The true fan 
can tell the difference between 
a SOCOM, a Call of Duty, anda 
Medal of Honor, but the casual 
observer probably can't. 


Speaking to developers in re- 
cent years, I've become increas- 
ingly aware of what a pressure- 
cooker development cycle these 
games have. Sure, key personnel 
on Modern Warfare 2 can earn 
millions (perhaps not without a 
legal battle, as we're seeing)— 
but not without ruthless 80- 
plus-hour weeks and thankless 
crunch. And even then, just a 
few actually get wealthy. Ever 
gotten a bad taste in your 
mouth after you find out one 
of your favorite clothing brands 
uses sweatshop labor? Yeah, it's 
kind of like that. 

My gender is the elephant 
in the room. Most fans of 


type in which our friends and 
family members are actually 
dying—is treated as the sort of 
casual play to cheer over. You're 
watching your character's own 
blood-spattered, grenade- 
concussed death again and 
again and impatiently hitting 
buttons just in anticipation to 
start again. 

IfIthought games were 
inherently "destructive," or that 
there was any sort of correla- 
tion to real-world violence in 
avid gaming, I wouldn't do this 
job, writing about the possibili- 
ties that interactive media and 
gaming offer us to create "art" 
and innovate on the human 
concept of "play." But all too 
often, especially as realism 
improves with technology, 
and the adjective "visceral" — 
you know, human blood and 
guts—is increasingly desirable 
in game descriptions, and this 
to me is starting to seem like a 
celebration of the ugliest parts 
of humanity. 

People are psyched to see a 
launch trailer of bullet-addled 
and blood-drenched soldiers, 
aiming for one another's heads 
because the graphics look re- 
ally sick, bro. For some elusive, 
"visceral" reason—call it a gut 
reaction—this makes me wildly 
uncomfortable. I understand 


€ THE TRUEFAN CAN PROBABLY TELL THE 
DIFFERENCE BETWEEN A SOCOM, A CALL OFA 


DUTY, AND A MEDAL OF HONOR, BUT THE CASUAL 


OBSERVER PROBABLY CAN'T. 9 


these games are guys. Is there 
something about an FPS that is 
innately foreign to my female 
brain chemistry? I have no 
idea. Do ladies (with excep- 
tions, of course) generally shy 
away from the FPS because 
it's a boys' club, or is the genre 
a boys' club because it just 
doesn't interest us? I just know 
I've witnessed enough of the 
culture around multiplayer FPS 
to want to stay well away from 
it: it’s like Im a little girl on the 
playground again, watching the 
boys mud-wrestle and worm- 
dig, and feeling like it isn’t 
something in which I’m meant 
to be included. 

Then there's the subject 
matter. Uncomfortable and 
yet unspecific renditions of 
real modern conflict—the 


that play has simulated armed 
conflict since we were children 
(Cops & Robbers, Cowboys 

& Indians) and this is just an 
extension of that. Perhaps it's 
even a way to process and par- 
ticipate in the human condition 
in an ongoing environment of 
global war. But it just doesn't 
seem like a fun "game" to me, 
and that's really what it comes 
down to. 

Leigh Alexander is news director 
at Gamasutra and author of the 
Sexy Videogameland weblog. 
Her work deals primarily 

with the business and culture 
surrounding games and gamers, 
and her columns and reviews 
have appeared in Kotaku, the Los 
Angeles Times, Slate, Variety, and 
other publications. 
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Dead 
Man 


talking | 


Why first-pe 
deserve a tac 


t seems a reasonable 
suggestion: “So why 
don’t you just stop 
playing them?” It’s cer- 
tainly a rejoinder I’m 
extremely acquainted 
with. Typically it spills from 
spectators as another joypad 
is thrown with force against 
a wall, and a scream like a 
stabbed dog fills the apartment; 
or, I simply “go embryonic,” 
rocking, ball-like on the carpet, 
whispering complex profanities 
at nobody in particular. You see 
I hate first-person shooters. 
Absolutely detest them. But 
obviously, I just can’t stop play- 
ing them. 
Campaign, or story mode is 
usually the least hateful com- 
ponent. Yet even here, amongst 
the earnest—but crooked—lip- 
synching, certain games force 
upon me such bumfoolery, I 
fear my angry head will pop, 
flinging bloody, grey chunks of 
mind all over my plasma. 
The level begins and my 
comrades in arms start giving it 
all the “Tango, Charlie, Delta,” 
by way of incomprehensible 
instruction. There are bombs, 
planes, and choppers every- 
where and within a second my 
uniform’s perforated: blood in 
my eyes, sobbing for my mom. 
But why? The level's just begun, 
and Гуе barely had time to 
screw on a silencer let alone get 
a bead on anyone. 

Perhaps this is realism. But 
Istruggle to imagine even our 
questionably funded, real-life 
military being asked to take on 
helicopter gunships and mile- 
away snipers armed with only 
a close-quarters rifle and an 
erotically daubed helmet. 

Besides, realism takes two in 
the chest when we get to save 


points. Die, restart, then there's 
that same sniper in the window, 
anda tank will be around that 
corner again before you've got 
time to file for compassionate 
leave. Sure, this on-rails stuff 
lets you get prepared for what's 
coming, but when a level is 
virtually un-doable unless you 
die a few times first, we're no 
longer in the realm of skill and 
merely talking about familiarity. 
Either way, add in dinky walls 
you can't vault, doors you can't 
open, and dropped guns that 
dissolve just as you're about 
to nourish your ammo supply. 
Then consider alerts that stop 
after you've hidden behind a 
barrel for a minute (irrespective 
of how many goons you've left 
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lying bleeding in plain sight) 
and baddies who impassively 
stare at their shoes while just 
10 feet away you brutally (and 
very loudly) bazooka their 
comrade's moustache off. And 
let's not forget that many cam- 
paigns are pretty short-lived. 
Most are dispatched in a hand- 
ful of hours, and this briefness 
is often in direct contrast to 
the complexity of the plot. The 
more emaciated the life span, 
the more bloated and knotty 
the tale seemingly becomes. 

Yet these grievances are 
mere whimsy compared with 
deathmatching; the true center 
of the FPS axis of evil. The 
rarely spoken truth is that skills 
won in campaign mode are next 
to useless in a deathmatch: it's 
just not the same game. 


Deathmatching has a visceral, 
and competitive brutality 
that racing or sports tiles just 
don't approach. Yet there's 
always someone six buckets of 
awesome better than you are. 
And while that may be beyond 
obvious, for any player with 
even a sliver of self-delusion, 
it's completely impractical to 
admit. I am such a player. And 
the fundamentals of my hatred 
for FPS's can be traced to the 
simple fact that I think I'm. 
the best player in the world, 
yet clearly I’m not. I should be 
by now: I've worked in video 
games for many years and 
hammered everything from 
Wolfenstein to Modern Warfare 
2 (my current nemesis), via Red 


Faction, Doom, Medal of Honor, 


the mighty TimeSplitters, and 
piles of others. Yet I'm still not 
the best. 

So I have to tolerate dual- 
wielding rapid-fire pistoleers, 
cheap and nasty sprinting 
knifers, cover with the de- 
fensive qualities of a greeting 
card, gargantuan payloads of 
airstrikes, tactical missiles, and 
choppers—all within an area 
the size of an average backyard. 
And all to a soundtrack of 
gurgling men-babies repeatedly 
suggesting I’m gay and that 
they are sexually familiar with 


my mother. Community gam- 
ing: brilliant! 

A fevered temperament and 
an ego as fragile as a porcelain 
starfish are uneasy partners— 
and hopeless for deathmatch- 
ing. Thus I'm at an immediate 
disadvantage: I'm only happy 
when I'm the best. And I am the 
best...just as long as I’m playing 


people who are worse than I am, 


which is never. It's the game's 
fault. It's the weapons. The im- 
balanced perks. It's the stupid 
other players fault. Not mine. 
Never mine. 
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Schools 
to watch for 


Brought to уон Ву 
The Princeton Review 


In our April 2010 issue, The 
Princeton Review shared their top 
50 picks for game design schools 
in North America. We follow up 
with five of their picks, plus one of 
our own. 


It’s that time of year for high school 
students when the SATs are looming 
and everyone’s asking “Where are you 
applying for college?” If you're think- 
ing of a degree that gets you into the 
games industry you're іп luck—there 
are more programs out there now at 
accredited colleges and universities 
than ever before. Narrowing your 
choices down can be tough, though, 
so read on for six undergraduate 
picks from The Princeton Review and 
GamePro with the info you need to 
know before applying. 
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Sacred Heart University 


Location: 

Fairfield, Connecticut, U.S.A. 

Degrees offered: 

B.S. in Computer Science (Gaming 
Track) 

Number of students enrolled in the 
program: 50 

Student/Faculty ratio: 11:1 

Annual tuition: $31,000 


Why Them: Sacred Heart University 
is the smallest program in size 
(depending on Full Sail’s rolling 
numbers) and it’s also one of the 
newest — the computer science gaming 
track was made official just last year. 
The small size, however, lends itself 

to team-building skills and means a 
professor will never not have time for 
a student. The administration is in on 
that team spirit, too; department head 
Professor Dominick Pinto makes it a 
point to know his graduates and he's 
committed to expanding the young 
gaming program. 


The Art Institute of Vancouver 


Location: 

Vancouver, British Columbia, Canada 
Degrees offered: 

Game Art & Design (GAD); 

Visual & Game Programming (VGP) 
Number of students enrolled in the 
program(s): 

Visual & Game Programming: 35; 
Game Art & Design: 100 
Student/Faculty ratio: 14:1 
Annual tuition: 

GAD Domestic: $41,625; 

GAD International: $45,465 

VGP Domestic: $35,550; 

VGP International: $38,970 


Why Them: The Art Institute of 
Vancouver lets students from both 
video game-related degree tracks form 
their own groups to produce class 
projects. Over the six- or seven-quarter 
programs, these groups evolve and 
change, adding or subtracting mem- 
bers to meet the needs of the students 
in various classes. The only real bum- 
mer here is that students spend most 
of their class time in labs with super- 
expensive equipment—ergo, no snacks 
in the classroom no matter how many 
hours you clock in there. 


Screen shot from 2010 Senior Game Design capstone project, Grunt Work 


He'd like to talk to you about 
majoring in Game Design. 


Columbia College Chicago's Interactive Arts 


ga m e.col И m E ed U and Media Department offers majors in: 


Interactive Arts & Media 
Game Design 


Columbia m 


Game Art 
COLLEGE CHICAGO Game Development 
INNOVATION IN THE VISUAL, PERFORMING, Programming 


MEDIA, AND COMMUNICATION ARTS Sound Design 


Location: Atlanta, Georgia, U.S.A. 
Degrees offered: B.S. in Computa- 
tional Media (interdisciplinary degree 
between the College of Computing and 
the Ivan Allen College of Liberal Arts) 
Number of students enrolled in the 


program: 286 

Student/Faculty ratio: 12:1 
Annual tuition: $7,070 in-state, 
$25,280 out-of-state/international 


Why Them: Georgia Tech has a rich 
faculty for anyone interested in video 
games. Associate Professor lan Bogost 
is a prime example - he's a mover and 
a shaker in the video games industry, 
so his students have not only the bene- 
fit of his extensive experience but also 
of his connections in the developer 
community. Even if the classes are 
hardcore technical, this is a program 
that will make you think outside the 
box when it comes to game design. 


Columbia College Chicago 


Location: Chicago, Illinois, U.S.A. 
Degrees offered: B.A. in Game 
Design, Concentrations in Game Art, 
Game Development, Programming, or 
Sound Design 

Number of students enrolled in 
the program: 195 

Student/Faculty ratio: 37:1 
Annual tuition: $18,490 


Why Them: Columbia College 
Chicago manages to be a big and 
small school at the same time—it's 
one of the largest private arts and 
media colleges in the United States, 
but it is still a private college and the 
classes are comparatively small for an 
undergraduate degree. A major plus 
for all you non-math-or-art heads out 
there is that their game design degree 
program features an emphasis on the 
theory and culture of video games, 
rather than forcing students to zero in 
on art or programming. 


Worcester 
Polytechnic Institute 
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Location: Worcester, Massachusetts, 
U.S.A. 

Degrees offered: B.S. in Interactive 
Media and Game Development 
(MGD) 

Number of students enrolled in the 
program: 170 

Student/Faculty ratio: 14:1 

Annual tuition: $36,890 


Why Them: Despite having a small 
campus (you can walk from one end to 
the other in about 20 minutes), WPI is 
in a prime location for game design— 
just 40 miles outside of Boston. The 
school recruits industry vets from local 
game development studios for their 
speaker series and there’s a special 
non-credit master’s seminar where a 
developer will actually teach a class for 
a term. Baseball-star-turned-game- 
developer Curt Schilling once delivered 
WPI’s commencement speech. 


FullSail 
University 


[sd 


Location: Winter Park, Florida, U.S.A. 
Degrees offered: Campus Degrees— 
B.S. in Game Art, B.S. in Game 
Development. Online Degrees—B.S. in 
Game Art, B.S. in Game Design 
Number of students enrolled in 
the program(s): (Campus) Game 
Development: 395; Game Art: 357; 
(Online) Game Design: 450; Game Art: 
116 

Student/Faculty ratio: 12:1 

Annual tuition: Between $28,000 
and $72,000 to complete a single 
degree 


Why Them: Full Sail is a non- 
traditional university with rolling 
admissions, year-round classes, 

and no concrete number of terms a 
student "needs" to complete in order 
to earn their degree, which is why that 
annual tuition fee varies so greatly. 
People (i.e. parents paying for your 
education) might scoff at Full Sail for 
being non-traditional, but as Program 
Director of Game Development Rob 
Catto puts it to us, "Take a look at 

our graduate pool. When High Moon 
released [The Bourne Conspiracy], we 
had 10 graduates on that game. When 
Midway launched [Blacksite Area 51], 
we had 11 on that. We've got two 
graduates at id Software right now 
with the possibility of two joining 
them. I let our graduates speak for the 
institution." So, yeah. Back off, haters. 
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SION! 


Dont just sit on the sidelines... get in the game! And get 
into one of our undergraduate or graduate programs for 
Computer Game Design and Development. Now's 
the perfect time, because computer games aren't just 


9 for fun anymore. Today, they’re also a great way to get 
into an exciting, profitable, fun-filled career. Sacred 
Heart University offers Bachelor and Master degree 
programs to enhance your gaming skills big-time. 


You'll take courses like Game Design, Storyboarding, 


Animation, Action Scripting and much more. You won’t 
“just” be a gamer anymore. You can be a game 
and genre creator! Do it now. It's one of the smartest 


career moves you can make — because the need for 

computer game developers is greater than ever. Learn 

more about Sacred Heart University’s Game Design 

programs today. Call Steve at (203) 365-4735 or visit 
e www.sacredheart.edu/gaming.cfm 
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Want to go overseas for college? Here 
are several institutions GamePro 
found outside of North America with 
great reputations for studies in video 
games from design and art to theory 
and development: 


Chalmers University of 
Technology, Sweden 


The program here is very well 
respected, but there's a catch: all 
undergrad courses are taught in 
Swedish. Higher level degrees are 
taught in English, however, and all 
undergrads are expected to speak 
English as a second language, so if you 
were planning on picking up Swedish 
anyway, you can make this stick. Or 
just wait for grad school. 

Check them out here: http://www. 
chalmers.se/en/sections/education/ 
undergraduate-studies 
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Sydney, Australia 


The process for getting your B.S. in 
Game Development is a bit compli- 
cated, but both international and 
local students are allowed to take the 
two-year gateway B.S. in Information 
Technology. Once you finish that, you 
can get into the two-year B.S. program 
for Game Development and walk away 
with four solid years of education 
under your belt. 

Check them out here: http://www. 
it.uts.edu.au/course/undergrad/index. 
html 


IT University of Copenhagen, 
Denmark 


Like Chalmers, the undergraduate 
courses are taught in a foreign 
language (Danish), so you'll have to 
be willing to learn a second language 
to get into their game design program 
at the undergraduate level. IT 
Copenhagen offers a strong student 
exchange program, however, so you 
can sneak into the English-language 
grad courses while taking a semester 
abroad in Denmark. 

Check them out here: http://itu.dk/ 
en/Uddannelser/Bacheloruddannelser. 
aspx 


Brunel University, Uxbridge & 
Middlesex, England 


d 


Though their gaming program 

mostly kicks in at the graduate 

level, undergrads can take a B.S. in 
Computer Science under an Artificial 
Intelligence track that gets them on 
the game design path. 

Check them out here: http://www. 
brunel.ac.uk/courses/ug/cdata/a/Com- 
puterScienceArtificialIntelligenceBSc 


University of Tampere, 
Finland 


ALN 


The Game Research Laboratory is both 
a highly respected facility and a crucial 
component in the multidisciplinary 
degree offered through Tampere's 
Department of Information Studies 
and Interactive Media. 

Check them out here: http://www. 
uta fi/laitokset/infim/english/index. 
html 
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Tomorrow's 3D landscapes? Tomorrow's special effects? With a focused education that 
prepares you for the creative world of media arts, it could be you. 
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We offer bachelor's and associate's degree programs in these areas: CREATE TOMORROW 
| 


The Art Institutes is a system of over 45 schools throughout North America. Log on to find a school near you. Programs, credential levels, and scheduling options vary by school. A range of online course 
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We know where you're coming from. 
I you're a veteran of Iraq or Afghanistan, you're not alone. 


We've got your back. Join our online community at IAVA.org 
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The games business at large is in 
а huge state of flux right now. Our =» 
expectations are changing in every, 
possible way, whether it's how we. 
choose to interact with our expériences 
or even how we choose to pay for 
them. The studios behind the latest 
shooters are making wild claims about 
introducing "new ideas" all the time 
іп ап attempt to убо us; 3D graphics 
in Killzone 3 and Crysis 2, or the new 
player reward systems and world 
creation +6015 in Halo: Reach, but the 
fundamentals are still basically the 
same'as they have been since Doom. 
How many of these new toys are real 
game changers, and how many are 
just cute little widgets designed to 
attract our attention? What's the 
really important stuff here? 
Single-player campaigns invariably 
clock in at about 10 hours of game time 
these days, but the real meat with a lot 
of the high-profile shooters comes in 
the online multiplayer modes. More and 
more of these experiences are trying to 
capture our attention indefinitely with 
communities that reward unfaltering 
loyalty and constant participation. 


The beginnings C sich larger conversatior 


vA With so many games attempting to 
monopolize our attention, how can 
we possibly keep up? 

Activision's Call of Duty: Modern 
Warfare 2 has done this better than 
just about any game in recent memory. 
It broke all kinds of sales records after 
itlaunched last November, cracking 
7 million units in its first three weeks 
on sale, and generating over $1 billion 
іп retail revenue by January of this 
year. It has gone on to sell more 
than 15 million units worldwide, and 
is still selling. Pre-orders for this 
year's Call of Duty: Black Ops have 
reportedly already far exceeded those 
of its predecessor, indicating that our 
voracious appetite for the franchise 
is showing no signs of diminishing. 
Call of Duty is not alone, either. The 
Halo franchise continues to burn 
brightly in the hearts of gamers, and 
other console-exclusive franchises like 
Gears of War and Killzone command 
shocking displays of loyalty from fans. 

Every year at the world's largest 
game events, like E3 in Los Angeles 
or Gamescom in Germany, we see 
astartling number of shooter 


announcements, and the broader 
community seems more than willing 
to express its cynicism on Twitter, 
Facebook, and across a variety of 
forums. Anecdotally you'd think 
we were all overcome with shooter 
fatigue, but the sales don't seem to be 
slowing, nor do the announcements 
of more and more games. We have 
a dozen in this issue, and there are 
many more that we chose not to cover 
here in print, but will add when we 
post our content online. 

Rather than simply pull together 
a seemingly endless list of shooter 
previews this issue, we decided to try 
and explore the phenomenon and 
find out why the genre continues to 
dominate and speculate on its future. 
After polling users on GamePro.com 
we tracked down new information on 
the games that seem to be generating 
the most buzz, and talked to the teams 
behind them about their motivations, 
their design choices, and their 
visions for the future. 

Dutside of this, we also wanted 
to know why the most popular form 
of interaction in games seems to be 
pointing a gun at something and 
killing it. We asked designers and 
creative leads to comment, but we 
wanted to kick off with something a 
little more thought provoking. Why 
do we all love to shoot at stuff? Is 
our culture really so violent? Our 
exploration of the psychology of 
shooters will hopefully prove to bea 
conversation starter, if nothing else. 
-John Davison 
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THE PSYCHOLOGY OF 


ooters 


In order to gain a better understanding of why the shooter genre is so 
pervasive in video games, we look to esteemed fij x and authors 
on the subject for answers. By Jamie Madigan, il 5 J 


ometimes it seems like no matter 
what you're looking at in a video game, 
you're doing it down the barrel of a gun. 
, of course, games with tutorials 
be reduced to “shoot it and then 
ome more,” but violent games in 
and shooters in particular—are 
sly popular. Understanding why 
mportant question that hasn't gone 
unnoticed by psychologists interested in 
video-game violence beyond the typical 
“does it make us sociopaths?” angle. Some 
experts even believe shooters help satisfy 
basic psychological needs. 


“Our hope though, is that 


| by understanding the underlying 
motivational psychology, 


developers would also be 


empowered 


to not feel chained То 


PLAY FIGHTING AND 
ZOMBIE PUNCHING | 
Try this experiment: go outsideand | 
find some wild animal babies, like | 
wolves and/or toddlers. Got them? 
Great. Now, watch them play. Many | 
animals, including humans, engage | 
in play fighting where they only | 
pretend to savage each other. In real | 
fights even victors can get hurt, so | 
апу risk-free practice is valuable. ОҒ | 
course, no psychologist will tell you | 
that dragon-punching Zangief is 
going to help you when some bully | 
comes out swinging—but there's a 
parallel to play fighting in another 
part of our imagination that can have 
real benefits. | 
Consider why, for example, we're | 
drawn to stories that put us in | 
| 


situations that we’d never want to get 
ourselves into in real life. Few people 
really want to flee from a killer, get 
caught in a roadside ambush, or fight 
off an alien invasion. So why dowe | 
love stories about those things? Yale 
psychologist Paul Bloom, author of 

the book How Pleasure Works: The 

New Science of Why We Like What We 
Like, thinks this is related to the way 
we are only partially indifferent to 


whether something is fictitious or 
real. Even when we know something 
isn't real, we still react to it. Bloom 
believes that just as play fighting 
gives us the chance to prepare for 
physically threatening situations, 
experiencing scary or verboten 
fictional scenarios allows us to dip 

а toe into some pretty dark mental 
waters in order to better deal with 
real life's requisite emotional and 
mental struggles. 

Left 4 Dead, for example, isn't ap- 
pealing because it's actually helping 
us prepare for a real zombie outbreak. 
As Sigmund Freud may have possibly 
once been misquoted as saying, 
"sometimes, shotgunning a zombie in 
the face is just shotgunning a zombie 
in the face.” Shooters are popular 
for many reasons—including one as 
simple as they're fun—but getting 
a chance to fulfill the psychological 
need to practice dealing with danger 
is a nice bonus. Left 4 Dead is appeal- 
ingin part because it lets us safely 
practice dealing with fears of alien- 
ation, being attacked by strangers, or 
our undeniable mortality. 

By way of an example from a dif- 
ferent medium, consider one study 


BLOOD AND 
VIOLENCE 


as their onl 


ER SCOTT RIGBY 


by psychologists Victoria Cortez 
and Daphne Bugental who showed 
kids a video of either a child sav- 
ing his parents from doom or the 
parents saving themselves. Those 
who watched the child play the 
hero better coped with the idea of 
a stressful doctor’s visit. I imagine 
that if the tykes had been able to 
assume the role of a child hero ina 
video game, the results might have 
been even stronger. 


TAKING CONTROL 

WITH A CONTROLLER 
Similarly, combat fantasies may 
help us feel like we're powerful 
and capable of controlling our 
lives. If your parents are splitting 
up or your employer is having 
layoffs, you may not be able to 

do anything about it. But at least 
you can always fire a fake rocket 
up some fake monster's nose and 
blow its fake head off. Psychologist 
Cheryl Olson, who surveyed and 
interviewed more than 1,200 chil- 
dren for the research presented in 
her book, Grand Theft Childhood: 
The Surprising Truth About Violent 
Video Games and What Parents 


Can Do, found that children using 
games to cope with anger or fear 
were significantly more likely to 
play violent games. "For many 
teens in my studies," Olson tells 
me, "shooting things or characters 
in a video game—or blowing them 
up, or running over them with a 
tank—helped them vent angry 
feelings." Playing a Reverse card 
in Uno or properly aligning jewels 
in Puzzle Quest might also give 
a sense of control, but the effect 
isn't as powerful as something a 
little more visceral. 

But are there additional 
psychological needs that games 
help us meet? 


COMPETENCE, AUTONOMY, 
ANDRELATEDNESS 
Researchers Andrew Przybylski 
and Scott Rigby, who work with 
game designers, believe people 

are motivated to play a particular 
video game based on how well it 
satisfies three basic psychological 
needs: competence, autonomy, and 
relatedness. Competence deals with 
a sense of control, mastery, and 
feeling like you're making things 


y option. 


happen the way you want. A well- 
designed difficulty curve makes 
us feel an ever-increasing sense 
of competence, as does appropri- 
ate matchmaking in multiplayer 
games. Games high in autonomy 
give you the opportunity to make 
many meaningful decisions about 
what goals to pursue and how to 
pursue them. Finally, relatedness is 
concerned with a feeling that you 
matter to other players through 
social interactions with them. 
These needs aren't necessarily 
unique to shooters, but one could 
argue that many of the qualities 
inherent to virtual gunplay create 
well-worn paths to satisfying these 
needs. Shooters provide immedi- 
ate and unambiguous feedback 
about performance—you see 
your opponents take damage, 
and winning a particularly tough 
shootout or perching at the top of 
a scoreboard is a simple but power- 
ful indication of your competence. 
Rigby, who also works at Immerer- 
syve, Inc. where he consults with 
game developers on these kinds 
of issues, says: “ГЇЇ often put up 
a slide with a great screenshot of 


LP U5 FEEL LIKE WE'RE POWERFUL AND 


CONTROLLING OUR LIVES. 


g layoffs, you may not be able to do anything about it. But at least you can always 


ЕТ UP SOME FAKE MONSTER’S NOSE 


ITS FAKE HEAD OFF. 


a headshot, and it always elicits 
smiles. The smiles here aren't 
because everyone is sadistic—they 
smile because this is a moment 

of mastery satisfaction that all 
gamers can relate to. The blood 
may not be the value component, 
but is really just a traditional way 
dense informational feedback on 
mastery is provided." 

What about autonomy? Combat- 
oriented games offer plenty of 
that, too. Rigby notes that "when 
you look at what distinguishes 
the blockbuster FPS titles from 
traditional shooters, blockbust- 
ers tend to be more ‘multimodal’ 
in their need satisfaction profile. 
Great shooters like Call of Duty, 
Halo, and Half-Life 2 will not only 
satisfy competence and mastery 
needs, but will also provide solid 
satisfaction of autonomy needs.” 
Just think about all the loadouts 
to choose from in Modern Warfare 
2 or paths you can take through a 
Halo 3 map. 

And, of course, multiplayer 
shooters are built around the 
concept of relatedness, with the 
most popular modes putting 
players on teams to boost a sense 
of teamwork, opposition to a 
common foe, and a feeling that 
their actions impact the success of 
their teammates. “There’s social 
status in being, say, a great sniper 
in a multiplayer game, and gaining 


recognition as an asset to your 
team,” notes Olson. And it can even 
happen in a well-crafted single- 
player game. 


BUT IS IT THE VIOLENCE? 
But how important is the "violent" 
part of "violent shooters?" To help 
answer this question, Przybylski, 
Rigby, and Richard Ryan (professor 
of psychology at the University of 
Rochester), concocted a series of 
experiments designed to disen- 
tangle the violence of a game from 
its ability to satisfy our desires for 
competence and autonomy. In one 
study, they modded Half-Life 2 so 
that some participants played a 
violent and bloody game replete 
with firearms and death. Other 
people played a non-violent version 
of the game with the same mechan- 
ics and map, but framed as a game 
of tag where opponents were gently 
teleported to a penalty box when 
highlighted with an in-game tool. 
The results were both versions 
equally satisfied those basic psy- 
chological needs, which predicted 
how satisfied people were with the 
game and how much they wanted 
to play more of it. The researchers 
concluded that it's not the violence 
per se, but the degree to which 
the games met players' desires for 
competence and autonomy. 
Olson's interviews of adoles- 
cents in Grand Theft Childhood 


| 
| 
| 
| 


yielded a similar insight that vio- 
lent video games were neat and all, 
but what the kids really liked were 
the challenges, action, and options 
that came with them. 


SHOOTING FOR 
THE NEXT BIG THING 
The studies suggest that shooters 
aren't immensely popular simply 
because they let you "kill stuff 
real good." They're the product of 
straightforward design choices that 
tend to meet basic psychological 
needs. These needs range from 
letting us dabble in forbidden or 
otherwise impossible situations 
in order to chip away at stress, 
anxiety, or frustration, to letting us 
scratch psychological itches related 
to choosing what to do and being 
able to do it well. 
The caveat, though, is that this 
isn't always the case. "Themes 
of war and combat themselves 
have always had value in com- 
municating personal victory over 
challenge,” Rigby says. “We believe 
combat themes will always be a 
favorite for developers and play- 
ers. Our hope though, is that by 
understanding the underlying mo- 
tivational psychology, developers 
would also be empowered to not 
feel chained to blood and violence 
as their only option.” 

Or, you know, you could just enjoy 
a good shooter. It’s up to you. 


ing happened after 
munity got their 
s on Halo 3's Forge: 
They turned the game's 
simple map editor into a 
map maker. This wasn't, 
wever, something Bungie 
ipated fans could even 
idering how basic the 
red in the original 
e were. 
's Forge was 
just built for 
eapons and 
ints on the map," 
tiplayer designer 
strong. “So when 
started building 
e maps, it was like 
building a house of cards— 
ittook forever to construct 
custom maps." 


Halo: 


Anyone who's tried build- 
ing an entire level from 
scratch within the original 
Forge knows just how apt 
that metaphor is. You'd 
have to create corridors 
and rooms by importing 
physical objects like wall 
pieces and giant crates, 
and then stack them on 
top of each other with no 
virtual glue or mortar—a 
tower made of Jenga blocks 
islikely more stable. 

"After discovering the 
techniques people were 
using—and seeing how long 
ittook them to do simple 
things like lining two blocks 
up together—we realized 
that wasn't acceptable," 
Armstrong admits. "So the 


each 


goal for Forge in Halo: Reach 
isto make that as smooth 

a process as possible. 

We're making everything 
as straightforward as you 
would want it to be in order 
to create maps." To that 
end, Bungie has radically 
improved Forge to the point 
where so much is possible, 
fans may never need to buy 
another Halo after this. 

"We created Forge World as 
alarge space that contains a 
bunch of unique areas where 
users can build Forge maps as 
they see fit," Armstrong says. 

We're not sure "large" 
isthe proper descriptor 
here—Forge World is more 
accurately the biggest single 
Halo level anyone's seen. 


It's a gigantic outdoors 
environment with moun- 
tain ranges, trees, hills, 
canyons, islands, cliffs, 
beaches, caves, and more. 
Map makers can carve up 
sections of Forge World to 
create practically any sized 
multiplayer playground 
they want. They can either 
physically barricade off 
certain spots, or they can 
create invisible boundaries 
that keep players inbounds 
by killing them if they 
wander too far off. 

If people can't find the 
perfect plot of land on 
Forge World, it almost 
doesn't matter because 
everything within is use- 
able as well—meaning all 
the empty air space above 
ground is also viable real 
estate for new maps. 

"We have three different 
physics modes [for plac- 
ing objects]," Armstrong 
says. “One of which simply 
makes it so that once 
you've placed an object, 
it no longer moves. That's 
called ‘fixed physics—[you 
can] make them float.” 

Another physics mode, 
‘phase,’ allows people to 
meld any objects into the 
environment or even into 
each other, which makes 


the possibilities seemingly 
limitless. Users can liter- 
ally create entire levels out 
of parts that don't touch 
the ground at all (The old 
gravity-based stacking 
method is still an option, 
too, which is useful for 
placing guns and vehicles 
on terra firma,]). 

Almost lost amongst 
these features is one 
important upgrade: “The fi- 
nesse controls," Armstrong 
says. “You'd be surprised 
how many of our fans want 
everything just ‘perfect.’ We 
spent a lot of time looking 
at what people were doing 
[in Halo 35 Forge], realizing 
how horrible it was. They 
had to go through all these 
crazy tricks just to get 
things working properly. 
We've done everything we 
can to try to make this as 
painless as possible.” 

Now you can place 
objects with surgery-like 
precision, have them 
rotate and snap into place 
in set increments (from. 
five to 90 degrees], or use 
actual spacial coordinates 
to get everything lined up 
just right. "[People] don't 
have to spend six hours 
trying to get two blocks 
to perfectly overlap each 


other anymore," Arm- 
strong explains. 

Forge World is big 
enough—and the tools 
are powerful enough— 
that users will have an 
unprecedented amount 
of freedom to create just 
about any type of map they 
want, including faithful 
remakes of beloved Halo 
levels. Bungie has already 
brought a few classic 
multiplayer levels back 
via Forge World, including 
Halo: Combat Evolved's 
Blood Gulch (now called 
Hemorrhage) and Halo 
2:5 Ascension (Pinnacle), 
which will both ship with 
the disc. But what the de- 
velopers haven't been tout- 
ing is that users can really 
go far beyond remaking 
old Halo maps. They can 
recreate, for example, Halo 
campaign levels, stages 
from other shooters (from 
Doom to Gears of War], 
as well as their very own 
creations. But like the 
earlier, more primitive ver- 
sion of Forge from Halo 3, 
the true potential for what 
Halo players will create 
with Reach's Forge World 
is likely something Bungie 
hasn't even anticipated. 
—Dan “Shoe” Hsu 


NUMBERS: 


MILLION 


pic Games' Gears of War fran- 
chise is known for having an 
immensely masculine tone. 
From the rugged squadron of 
men in Delta Squad like Mar- 
cus Fenix and Dominic "Dom" 
Santiago, to the occasionally 
ridiculous macho dialogue, 
Bears of War has always been 
“manly.” So, the decision to 
introduce not one, but two 
playable female protagonists 
in Gears of War 3 is a big deal. 
Cliff Bleszinski, creator 
and lead designer on every 
Bears of War game since the 


original, reveals that while 
girls in Gears might sound 
out of place, it's actually 
something he'd been trying 
to include from the very 
beginning. 

"I originally hoped that 
we'd have playable female 
characters in the first Gears 
of War," Bleszinski says. 
"When I brought it up to Jerry 
O'Flaherty—who was the 
art director on the original 
game—he looked at me like I 
had lobsters crawling out of 
my ears." 


ears of War 3 


Bleszinski explains that 
with the third game, the 
Gears of War saga comes to a 
point where humanity needs 
all the help they can get, and 
this is why women begin to 
fight alongside men in Gears 
of War 3. 

“In the fiction of the 
world, the majority of women 
capable of procreating were 
given that task considering 
how bad things had gone 
for humanity,” Bleszinski 
says. “And the women 
unable to produce children 


were relegated to dispatch | 
positions. Women were // 
seldom, if ever, in combat. 
“Now in Gears of War 3, 
humanity is in danger and all 
bets are off. The Cog has fallen 
and if you сап fit in armor 
and grab agun then you must 
do so. I like to say we're ‘equal 
opportunity Locust killers." 
hile Epic's artists de- 

Signed Gears of War 3's new 

^ female protagonists—Anya 
Stroud and Samantha Burn— 
to be attractive, Bleszinski 
stresses that it's important 
they don't come off as shal- 
low, over-sexualized bimbos. 

"We wanted to make 

sure they're not hyper- 
sexualized," he says. "The 
men of the Gears universe 
are so hyper-macho that if 
we were to do what would 
be perceived as the female 
equivalent to that, we'd have 
women who look like they're 
right out of the movie Heavy 
Metal who wear nothing into 


combat, have boobs bigger 
than Marcus head, and say 
stupid sexy lines like 'ooo, 
can I see your boomstick?"" 
In Gears of War 3, Anya's 
introduced as a character 
existing in the shadow of her 
mother, who happens to be 
a high-ranking officer. Even 
though she's been around 
war most of her life, she's 
very inexperienced in com- 
bat. As the new game reveals, 
after eighteen months of real 
battle, Anya adapts quickly 
and becomes a remarkably 
competent soldier. Because of 
this dramatic change, Blesz- 
inski admits he originally 
had doubts that the female 
actor providing Anya's 
voice—Nan McNamara, who 
has a diverse resume that 
includes Melrose Place, Who's 
The Boss, ALF, and Sega's 
Yakuza—would be able to 
pull off the character well, 
but concedes that "McNa- 
mara did a fantastic job." 


Samantha's backstory 
is much more mysterious 
than Anya's. She's of mixed 
ethnicity, and her home city 
isa place called Anvil Gate, 
a place no outsider has ever 
gained access to. In Gears of 
War 3, a set of circumstances 
leads Delta Squad to Anvil 
Gate. Bleszinski notes that 
Samantha also eventually 
becomes emotional support 
for Dom, who went through 
a great deal of grief in Gears 
of War 2 after feeling it was 
necessary to euthanize his 
severely traumatized wife. 

Even though Sam and Anya 
are presented as very tough 
characters, they're anything 
but similar to each other. 
“Samantha's the yin to Anya's 
yang," Bleszinski says. 

Romance is also part of 
the storyline in Gears of War 
3. The relationship between 
Marcus and Anya, which is 
touched on in the noveliza- 
tions of the franchise, will be 


ON AMERICA'S 
GUN CULTURE 
AND THE 
EVOLUTION 
OF SHOOTERS 


NUMBERS 


ARS OF WAR (2006) 
COPIES SOLD: 


S OF WAR 2 (2008) 
COPIES SOLD: 


AVERAGE TIME IT NES 
TO SAW SOMEONE 

IN HALF WITH THE 
LANCER'S CHAINSAW: 


explored in the new game. 
Bleszinski assures us that 
his aim is not to turn Gears 

into a soap opera. 

"It's not going to be like 
Titanic, though," Bleszinski 
clarifies, "There's definitely 
something going on be- 
tween Marcus and Anya, but 
don't expect a mini-game 
where you're pressing but- 
tons to peel off each other's 
heavy armor." 

Bleszinksi adds that 
while the new female pro- 
tagonists were going to play 
alarge role in Gears of War 


3 regardless of fan reac- 
tions, the franchise's large 
female fanbase made bring- 
ing Anya and Samantha on 
board a "win-win situation." 
"I honestly see just as 
many Gears of War tattoos 
on women as I do on men,” 
Bleszinski says. "I'm not 
sure why that phenomenon 
has happened. But whatever 
the reason female gamers 
embrace Gears, it's impor- 
tant that they're included. 
With Gears of War 3, they're 
represented and now have 
avatars in the game." 


Anya and Samantha's 
inclusion in Gears of War 
3is certainly a dramatic 
move for the series, but 
Cliff Bleszinski reassures 
us that when you see them 
standing next to Marcus, 
Dom and the rest of Delta 
Squad, they don't appear 
out of place. "They look 
like they belong together," 
Bleszinski says. "When 
you're playing as either of 
the female characters in 
campaign or multiplayer, 
it just feels natural." 
-Patrick Shaw 


rysis 2 leaves the jungle 
behind in favor of the 
sprawling metropolis of New 
York City, but by peering 
beneath the surface, the 
new setting is hardly the 
biggest change going into 
the upcoming shooter. The 


platforms—Xbox 360, PS3, and 
PC. Known for their bleeding- 
edge graphics and attention 
to detail, Crytek is constantly 
pushing itself to, as Executive 
Producer Nathan Camarillo 


puts it, "do the impossible." 
"The first two games of 

the Crysis franchise, Crysis 

and Crysis Warhead, were 

developed with CryENGINE 

2. For Crysis 2, we're using 

CryENGINE 3 for the very first 

time," Camarillo says. "The key 

differences between those two 

engine versions are the 


support of console platforms 
and the increase in real-time 
development. We're also add- 
ing LiveCreate' functionality 
to all pipelines and develop- 
ment processes, making Cry- 
ENGINE 3 one-hundred percent 
real-time. This allows a signifi- 
cantly faster overall project 
progress and thus increases 
quality and considerably 
reduces the typical risks of 
multi-platform development." 
In addition to implementing 
the new engine, Crytek 
confidently states that Crysis 2 
will be the first game available 
in true stereoscopic 3D. The 
tech needed for "5-3D" has been 
three years in the making, 
and Camarillo sees the move 
into three dimensions as just 
another part of Crytek's goal of 
pushing gaming technology. 
“We're always striving to 
raise the technology bar," Ca- 
marillo says. "We had already 
started working on an internal 
5-3р project about three years 
ago and the results just blew 


us away. The 3D experience 
represents the future of inter- 
active entertainment." 

Camarillo describes the 
cornerstone of Crytek's design 
philosophy as maintaining a 
focus on constant iteration of 
their games, something that 
CryENGINE 3 allows the team to 
do with relative ease. 

"A big philosophy of Crytek, 
and many of us have also 
carried in from other places in 
our careers, is that iteration 
is the key to improving and 
refining gameplay,” Camarillo 
explains. “Great tools like those 
found in CryEngine 3 really 
help make this possible because 
iteration time is reduced to 
nearly nothing. Of course, 
you have to actually make the 
changes, but other than that 
you get to see your results 
immediately and validate 
whether or not an idea is good 
enough. If you stay objective 
and strive for the best, the 
quality will improve with each 
iteration cycle."-Andy Burt 


im Willits firmly believes 
that the intimacy afforded 
by first-person shooters 
is something you won't 
find in any other genre. 

hat sentiment might 

ot come as a shock from 

he man who's now lead 

esigner and co-owner of 
id Software, a company 
that's stuck with the genre 
through all of its long-run- 
ning franchises like Doom, 
Quake, and Wolfenstein. 
But with Rage—id's ambi- 
tious new game and first 
new IP in almost fifteen 
years—Willits believes it's 
time to elevate the first- 
person shooter genre "to 
the next level." 

"The player has little 
sympathy for the little guy 
running around and jump- 
ing off platforms as they're 
looking down on him from 
above," states Willits, who's 
also the creative director 
on Rage. "First-person 
shooters place you in the 
action like no other genre." 


Willits elaborates on 
the intimacy of FPS games 
by indentifying the core 
values of the genre: inten- 
sity, personal connection 
to setting and emotion 
feedback. "When people 
play video games, they 
want that connection to the 
environment—and first 
person shooters establish 
that connection." 

Willits says it was impor- 
tant for the team to revisit 
this idea of connecting to 
a game's world before they 
began developing Rage. He 
explains that id's designers 
participated in an exercise 
where they walked around 
their office in Mesquite, Tex- 
as wearing cardboard boxes 
on their heads with holes cut 
into them. The point of this 
exercise? To gain a better un- 
derstanding of the player's 
need for a "deep connection" 
to their surroundings. 

"As you look out of the 
box, that's your view of the 
world," Willits says. "And as 


you walk around you start 
to learn how you impact 
and interact with your en- 
vironment in a first-person 
game. What you can imag- 
inein your mind's eye and 
what you've experienced in 
real life often don't trans- 
late well to a video game." 

Willits explains that 
in reallife, your field of 
view is very different from 
what you experience ina 
first-person video game. 
In reallife you have an 
almost 180-degree view of 
the world, where as your 
average FPS game cuts 
that field of view roughly 
in half. "The exercise re- 
ally does help our design- 
ers grasp the player's 
relationship to their envi- 
ronment in a first-person 
shooter," he says. 

After completing de- 
velopment on Doom 3 six 
years ago, the team at id 
wanted to do something 
different. Willits notes they 
actually started working on 


anew survival-horror game 
codenamed "Darkness," 
before scrapping the project 
entirely when they decided 
it just wasn't shaping up to 
bethe caliber of game id's 
known for. Shortly after the 
"Darkness" project's death, 
id technical director and 
founder John Carmack be- 
came inspired by something 
he saw from NASA. After 
watching high-definition 
graphical terrain data of the 
world generated by NASA, 
Carmack shared the experi- 
ence with the team at id. As 
Willits explains, this is the 
level of detail that the team 
would aspire to with their 
next game, Rage. "We were 
blown away by what Car- 
mack showed us," he says. 
"Rage originated from 
Carmack's demonstration 
andthe groundbreaking 
technology we developed as 
a result, the id Tech 5 engine. 
This all pushed us creatively 
ina new direction," Wil- 
lits says. "We immediately 
spent a tremendous amount 
of time developing Rage's 
history and fiction, which 
the player might not neces- 
sarily learn about, but helps 
us as developers to fully 
realize this universe. Rage's 
universe is a lot like the Star 
Wars universe—there's a lot 
of things happening at once 
all around you, and you just 
play a small part in it." 


In Rage you play asa 
member of the Ark—a pro- 
gram in which scientists 
cryogenically freeze people 
and then store them under- 
ground in order to save them 
from a massive comet ap- 
proaching Earth. The comet 
collides into the planet, 
reducing it to a nuclear 
wasteland, while wiping out 
everyone included in the 
Ark program but you. Soon 
you discover that the Ark 
scientists implanted nano- 
technology inside your body, 
which grants you abilities 
like regenerative health, and 
even acts as a personal defi- 
brillator if your heart stops. 
At the beginning of Rage, 
you set out on a mission to 
uncover what happened be- 
fore the comet nearly ended 
alllife of Earth. 

"We wanted to keep the 
game grounded in something 
people can relate to," Willits 
says. "But we also wanted to 
weave in science fiction ele- 
ments. Dur post-apocalyptic 
Earth setting set in the fu- 
ture allowed us to do this." 

While Rage certainly has 
its share of arid wastelands, 
Willits stresses that the 
environments are not all the 
same. Settings range from 
bustling towns like Well- 
spring, with its neon signs 
and noisy street vendors, to 
shattered metropolises like 
Dead City, which looks like 


New York City if a cataclys- 
mic event toppled over every 
high-rise building. 

"Every new environment 
you explore also introduces 
anew twist on how the game 
plays," Willits says. "We give 
you something new to play 
with every time you discover 
anew setting, which is 
then added to either your 
arsenal or toolbox. These 
range from new weapons 
and engineering tools to the 
vehicles in Rage." 

Willits emphasizes they've 
spent a lot of time and ef- 
fort developing the world of 
Rage into a place that looks 
and feels like a real place. 
He adds that they have big 
plans for the franchise, as 
the story of Rage will con- 
tinue even after the first 
game's conclusion. "We're 
building a world that we can 
franchise—there are many, 
many stories that fit in this 
universe, and through expe- 
riencing these, players will 
learn more about Rage's rich 
backstory and characters." 

"Rage doesn't have any- 
thing that'll make you say 
Tve never seen that ina 
video game before," admits 
Willits. "But it takes all of 
these pieces that work well 
for players and packages 
them in a cohesive experi- 
ence that is new and differ- 
ent from anything out there." 
—Patrick Shaw 
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Steven Ter Heic 
the Play 


erilla Games’ 
Killzone 
ervasive- 


dawn of the first-person shooter 
genre, gamers have discovered 
that holding a weapon in your 
hands is a very powerful thing. 
With Killzone 3, Guerilla 
is empowering players ina 
couple of brand-new ways. In 
addition to allowing players 
to experience Killzone 3 in 
full stereoscopic 3D, the game 
takes advantage of Sony's new 
motion-sensing technology, 
the PlayStation Move. All three 
components are required to 
play Killzone 3 with Move: a 
navigation controller, a motion 
controller, and the PlaySta- 
tion Eye camera. And Move's 


le, SED 


ozone è 


n Hs ve 
laying 
new way 


integration isn't some gimmick 
tacked on at the last minute of 
development—it's something 
Ter Heide and the team spent a 
great deal of time refining and 
experimenting with to create a 
worthwhile experience. 

Anything you can do in 
Killzone 3 with the standard 
PlayStation 3 controller can be 
done with the PlayStation Move. 
"Putting down the controller 
and playing through the entire 
game with Move creates a whole 
new way of experiencing Kill- 
zone 3," Ter Heide says. 

While Ter Heide acknowl- 
edges that the language of game 
controls is different with motion 
controls like the Move compared 
with using a standard control- 
lerlike the DualShock, he points 
out that switching from one to 
the other is not like learning 
anew language. "We've found 
that while people who've grown 
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Killzone 3, the evolution of the 
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accustomed to the Dual Shock 
controller sometimes initially 
struggle to play the game with 
Move, they pick it up eventually. 
And those who aren't as used to 
playing games with the stan- 
dard PS3 controller are able to 
become comfortable with Move 
much quicker," Ter Heide says. 
"To make an analogy, it's a bit 
like skiers versus snowboard- 
ers. There's an eternal debate 
of which is 'better, which re- 
quires more precision. It's more 
or less a matter of taste, but as 
game designers it allows us to 
bring a new level of immersion 
to the experience." 

When first introduced to Move, 
Guerilla immediately began the 
brainstorming process. They 
determined that developing the 
basic functionality of pointing 
at the screen and then shooting 
targets—in a manner that's both 
accurate and intuitive—was 
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TER HEIDE 


Killzone 3 Senior 
Producer Steven Ter 
Heide explains how 
“empowerment” 
plays a large role in 
the popularity of the 
shooter genre. 
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the very first step in 
bringing Move support 
to Killzone. From there 
the team built on this 
with other ideas for 
how they could take 
full advantage of what 


they could do with Move. 


"Beginning to inte- 
grate Move into Kill- 
zone 3 was surpris- 
ingly easy at first," 
Ter Heide admits. "But 
the process became 
more challenging 
once we started work- 
ing out gestures with 
Move like throwing 
grenades and turning 
your body around. 
We had to nail these 
things down to deter- 
mine what offers the 
best possible experi- 
ence. There was a lot 
of experimentation 
at first to get things 
just right." 

One of the ways the 
development team 
experimented with 
getting things "right," 
was collaborating 
with other studios 
working on Move 
titles. "We checked in 
with Zipper Interac- 
tive, who are already 
working with Move on 
SOCOM 4," Ter Heide 


says. "It's really 
important to ensure 
that what we're doing 
is consistent with 
the most ideal way 
people are playing 
games with Move. The 
same is true with the 
standard PlayStation 
3 controller—there're 
a lot of conventions 
where certain buttons 
are always assigned 
to very specific types 
of actions. We have to 
reach a similar type of 
language with Move. 
"When it comes 
down to it, we might 
decide on using only 
three or four different 
gestures and forgo all 
ofthe other things... 
like stuff that would 
enable to write your 
name in the snow," Ter 
Heide adds, "but there 
arealot of things we're 
still exploring. Ulti- 
mately, some things 
work and some don't." 
Ter Heide affirms 
that while Killzone 
should be techni- 
cally classified asa 
"shooter," the true es- 
sence of the brand is 
an experience that's 
"more akin to classic 
action films than a 


game that feels like 

a documentary on 
historical wars." He 
asserts that Guerilla 
intends to top the 
level of action and 
immersion delivered 
in previous Killzone 
games with a number 
of initiatives. One of 
the key ways they're 
cranking up the heat 
is by allowing players 
to experience the new 
game in stereoscopic 
3D. Ter Heide notes 
that the combination 
of the new graphi- 

cal effect, along with 
the motion controls 
afforded by Move, 
allows for a whole new 
level of engagement 
for the player. 

"You're so much 
more involved in 
everything you do be- 
cause you're moving 
your arms as if you're 
holding a gun and 
you're looking right 
into the world on the 
screen," he exclaims, 
enthusiastically. "I've 
played Killzone 3 with 
Move and 3D up and 
running and it's a 
completely different 
kind of experience." 
—Patrick Shaw 
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tstorm is all my voice," 
ick Remender,lead / 
on Bulletstorm, whó 
that he spent eight 
locked in a meeting 
in Poland developing 
ree-act screenplay 
becomé the story in 
jame/“There's a lot of 
in the game." 
Remender, who's 
penned the stories of 
numerous comic books 
from Punisher to a series 
titled Captain Dingleberry, 
is adamant about how he 
loathes melodrama where 
it doesn't belong. 
"When a video game 
takes itself too seriously, 
Icheck out," Remender 
says. "That was one thing 


/ 
I pushed for, keeping the 
story in Bulletstorm from 
being self-serious. At first, 
Iwas a bit nervous and 
apprehensive about where 
I was taking Bulletstorm 
because I went full-bore. 
Epic and People Can Fly 
already had this really fun 
game—so what was I going 
to do, wedge in some kind 
of melodrama?" 

As someone with experi- 
ence in the video game 
industry—working as a 
writer for EA on fran- 
chises like Dead Space and 
007—Remender believes 
that there's nothing worse 
than a pretentious game 
story that tries too hard to 
be something it's not. 


"With any of that 
heavy-handed garbage, 
nobody cares," Remender 
adds. "There's no emotional 
investment in most of this 
stuff and if you try to push 
it on people you're not 
going to get it." 

Remender notes that 
Bulletstorm's attitude and 
humor also sets it apart 
from hyper-realistic games 
inthe shooter genre. "It's 
a nice breath of fresh air 
after the barrage of mili- 
tary murder games we've 
all been playing for the last 
couple of years." 

While keeping the tone of 
Bulletstorm subversive and 
outlandish is important to 
Remender, he explains that 


Y 


"SKILLSHOTS " 


the characters are anything 
but one dimensional video- 
game stereotypes. Bullet- 
storm's storyline is the tale 
of Grayson Hunt and Ishi 
Sato, space pirates who're 
exiled and kicked out of a 
black ops unit after betray- 
ing their commander. 

“The characters are 
still engrossed in a drama 
and you still care about 
them," he says, "but it's 
not drenched in that self- 
serious melodrama that 
video-game writing tends 
to fall into, like John, I'm 


not going to find my way 
out of here—you have to 

go on without me. There's 
still drama and tension in 
Bulletstorm, but there's also 
self-awareness. Nobody's 
trying to sell you heavy- 
handed emotional beats 
where they don't belong.” 

In order to shape the 
identity of the game's 
protagonists, Remender 
tapped into a comic book 
he created 10 years ago 
called Blackheart Billy. 
The sensibility of Hunt 
and Sato—as well as the 


blue language that runs 
throughout Bulletstorm— 
reflects the tone of 
Remender's early work in 
comics. Additionally, the 
sense of humor and tone 
infused into Bulletstorm's 
dialogue and story is 
something Remender 
describes as an amalgamate 
of his favorite movies like 
Predator and Evil Dead II as 
well as television shows like 
Mr. Show and the original 
Star Trek series. 

"I'm in love with those two- 
fisted tales of science fiction 
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where no one is explaining to 
you what 'warp crystals are," 
Remender says. "It's more about 
Captain Kirk landing on a planet 
after having too much to drink 
and getting in a fistfight with 
alizard and then having sex 
with a blue-skinned woman." 
One of the reasons 
Remender's vision for 
Bulletstorm came to fruition 
is that Epic and People Can 
Fly allowed him to get "crazy" 
with the material as he was 
given complete creative 
control over the story. 
Even industry veteran Cliff 


Bleszinski, who's overseeing 
Bulletstorm's development, 
was hands-off as he placed 
his faith in Remender's 
creative direction. 

"Cliff has had approval 
of what we're doing," says 
Remender. "But he's a quy who 
respects creativity and lets us 
do our thing." 

Based on Epic Games' his- 
tory with long-running fran- 
chises like Unreal Tournament 
and Gears of War, a sequel to 
Bulletstorm is probably not out 
ofthe question. And if given the 
opportunity, Remender admits 
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that he'd jump at the chance to 


write Bulletstorm 2. GIGANTIC 
"Itlooks like Bulletstorm 

is going to explode," says 

Remender. "Between the full- THUNDERBOLTS 

time work I'm doing at Marvel, 

it might be difficult, but I've 

really enjoyed working with DOCTOR VOODOO: 

Epic and People Can Fly on AVENGER OF THE 

Bulletstorm. They trusted me SUPERNATURAL 

to have the freedom to truly 

make Bulletstorm stand out. 

For a game like Bulletstorm PUNISHER 


that costs as much as it does, 
that means a lot, I'd definitely 
hop at the chance to do an- 


other one."-Patrick Shaw ТЫГАТ РАТЫ ОЕ 
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ry: Quake Wars], 
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ustomization and 
an integral part of 
: your weapons. 

apon is always 
you," explains Paul 
d, CEO of Splash 
e and game director on 
Brink. "From the start of your 
journey, right to the very end, 
it's your most direct connec- 
tion to the video-game world." 

That "connection" estab- 
lished between the player and 
the weapons they wield in 
combat is something Wedge- 
wood relates to a non-playable 
character that's with you 
every step of your adventure. 
In Brink, the player's relation- 
ship with their weapons is 


reinforced by how they decide 
to modify and mold their en- 
tire arsenal, which has a more 
profound impact on the rest 
of the game than just being 
more efficient at killing your 
enemies (see page 58). 

“Rather than restrict 
players to our stock weapons, 
with Brink we want you to 
be able to customize all of 
the weapons in the game. 

This not only increases your 
connection to the weapons you 
hold in your hands—it also 
creates an arsenal tailored to 
the way you like to play." 

The various ways you can 
alter your weapons in Brink 
allows for hundreds of possible 
gun variations. Everything 
from adding scopes, silencers, 
laser sights, muzzle breaks, 
front grips and under-slung 
grenade launchers to wrap- 
ping duct-tape around your 
gun, can be done to craft your 
personalized weapons. 

“Each of these attachments 
directly affects the handling 


Brink 


of your weapons, so you'll 
need to spend time finding 
the right balance for you," 
Wedgewood says. "A giant 
drum magazine, which holds 
a great deal of ammunition, is 
great, but it also makes your 
rifle more unwieldy and slow 
to equip. The great thing about 
the weapon-customization 
system in Brink is that you 
can customize every single 
weapon we've got in the game 
and use the attachments to 
truly make them suit your 
preferred playing style." 
While Brink's weapon sys- 
tem is impressive, Wedgewood 
admits that having a cache of 
guns customized to your taste 
isn't enough to keep shooter 
fans' attention. How the guns 
actually feel and sound as 
you're firing them is equally 
important. "Let's face it: you're 
always going to be doing 
alot of shooting no matter 
what shooter you're playing. 
Weapons need to feel punchy 
and powerful, and sound is a 


huge part of that," Wedgewood 
says. "To that end, we hired 
Chris Sweetman, the man 
behind the award-winning 
sounds of Black as audio 
director. He's been doing great 
things with the weapon audio 
in Brink and is really pushing 
the bar" 

According to Wedgewood, 
another essential ingredient 
to creating a greatshooter is 
ensuring there's more depth 
to the experience than just 
putting holes in bad guys. 
"You car have the best weap- 
ons іп the world, but if what 
you do with them is unexcit- 
ing or frustrating, you won't 


/ keep people playing,” says 


Wedgewood. “In Brink, we've 
created the Objective Wheel 

to keep things varied. You can 
bring it up at any time during 
battle to access a list of objec- 
tives you can complete to help 
your team. The objectives are 
dynamically generated based 
on what class you are (such 
as an engineer or soldier], 


as well as thecurrent status 
of the battle, and what all of 
your teammates are doing.” 
Brink's SMART (Smooth 
Movement Across Random 
Terrain) system is another 
way Wedgewood and Splash 
Damage aim to set Brink 
apart from other games in the 
shooter genre. As Wedgewood 
explains, it benefits not only 
the player's experience but 
also gives their level design- 
ers a lot more freedom when 
bringing Brink's floating 
utopian city, The Ark, to life. 
“SMART allows the player 
to execute all kinds of cool 
moves in combat, but it also 
had an incidental ben- 
efit for our level designers," 
Wedgewood says. “In previous 
games Splash Damage devel- 
oped, the designers had to be 
really careful when detailing 
a level because props—like 
furniture or fences—would 
directly affect the player's 
available movement space. 
This could potentially make 


things frustrating because of 
too many objects in the area. 

“Our level designers have 
been able to really go nuts 
and add loads of objects to 
the environments of Brink, 
which not only makes them 
feel more authentic, but also 
allows the player to interact 
with the environment by 
executing a number of tactics 
and moves such as slides, 
one-handed mantles, wall- 
jumps, and even slide-by- 
shootings. The possibilities 
are seemingly endless.” 

Through features like 
Brink's ambitious SMART 
system and intricate weapon 
customization, Wedgewood is 
confident that Splash Damage 
is offering up an experience 
unlike that of your average 
shooter. He maintains that 
Brink is something for both 
fans of the genre as well as 
those who might enjoy spend- 
ing hours pimping out their 
very own gun collection. 
—Patrick Shaw 
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While the Six-Vent Muzzle 
Break attachment slightly 

reduces the damage and 

range of your weapon, it 

also dramatically reduces 

recoil which allows you 

to be more accurate with 

your shots. { 
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Like the Muzzle Break, 
this add-on increases the 
accuracy of your gun as 
well as its stability. The 
downside of using the 
Front Grip is its slightly 
slower reload speed. 


To pack some serious 
firepower, you can 
attach an under-slung 
grenade launcher to 
the bottom rail section 
of your gun in place of 
the front grip. 


The top rail section of 
your gun can be mounted 
with a variety of sights 
and scopes, but the 
D-Flex Red Dot Sight 
grants you an unmatched 
level of precision that can 
make a huge difference 
in combat. 
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The “syncopated reload 
rhythm" afforded by duct-taping 
a second magazine to your gun 
allows you to reload your first 
backup clip extremely fast. 
Subsequent reloads will take 
longer, though. 


series is well- 

quirky, stylistic 

familiar genre 
tropes. Shooter, the fourth 
title in the PixelJunk series, 
takes common elements of 
multi-directional shooters 
ofthe past and melds it with 
Q-Games' unique approach to 
game development. President 
of Q-Games Dylan Cuthbert 
talks to us about how Pix- 
elJunk came to be, and how 
the series’ title was really a 
way for Q-Games to unite their 
games under one banner. 


“When PSN started, we 
were doing technology work 
for Sony Japan on the PS3, 
and Kawanishi, the guy 
running the hardware and 
network platform side of 
things at the time, suggested 
that Q was in just the right 
position to maybe knock a 
few titles up for it," Cuthbert 
says. "I took the idea home 
with me, and imagined what 
the market on PSN would 
belike in a few years and 
feared that if we were mak- 
ing individual smaller titles 


there would be nothing to 
linkthem together, and no 
way to really build any kind 
of rapport with the players 
themselves. So I invented 
a'series of games, with a 
common banner, where even 
the games themselves could 
be referred to by number if 
necessary. Racers is Series 
1, Game 1 [PixelJunk 1-1], 
Eden is Series 1, Game 3 
[PixelJunk 1-3]. Another side- 
effect of this is that we could 
get away with just register- 
ing PixelJunk worldwide 


and not have to worry about 
registering each game's 
title—doing world-wide reg- 
istration is very expensive 
for such small titles so this 
was strategically pretty 
clever in retrospect. 

"The name ‘PixelJunk’ 
comes from the username T 
used in our Japanese gaming 
blog, fumufumu.q-games. 
com. I quite liked the name 
and wanted to extend its 
use—one of our artists 
knocked up a pretty cool logo 
with the RGB-colored crown 
inthe middle and so we ran 
with it," he adds. 

PixelJunk Shooter is the 
first game in the series to re- 
ceive a direct sequel. Though 
it retains many elements of 
the previous title, such as 
the ability to manipulate 
environments and various 
elemental liquids, Cuthbert 
explains that it was the 
"shooting" element of the 
game that was the primary 
reason for creating PixelJunk 
Shooter 2. 

"We found out very quickly 
that shooting games take 
time to create," Cuthbert 
explains. "The problem with 
shooting games historically 


is that they tend to be very 
short or very hard (so you 
don't notice that they are 
actually quite short). With 
the original Shooter we 
wanted to give people a 
shooting game that wasn't 
too hard but still gave you 
quite a few hours of play, and 
this meant creating a hell of 
a lot of content, with lots of 
originality and new elements 
as you play through, so you 
wouldn't get bored. Because it 
took so much effort to make 
the first Shooter we had to 
leave stuff on the drawing 
board, and it felt like a waste 
of all those good ideas. So 
I decided we should just go 
ahead and make a sequel 
to use all those ideas. It's 
not something we will do 
in the future and Shooter 
was a special case because 
of the nature of the genre. 
One of the worlds is our 
answer to those who said the 
original game didn't have 
enough shooting in it—we 
have littered it with bullet- 
hell-type enemies and it is 
incredibly good fun to play." 
Though PixelJunk Shooter 
2 could never be compared 
side by side with games like 


Call of Duty or Halo, Cuthbert 
feels that the core element 
of shooting in video games 
grows from a fantasy that 
develops in early childhood, 
and evolves into a competi- 
tive itch as we grow older. 
"Shooting is a fantasy. As 
kids one of the first things we 
pick up and play with are toy 
guns, or we imagine we are 
firing laser pistols using our 
fingers," Cuthbert explains. 
"It's one of the things we 
can't do in real life without 
serious consequences, and 
is another reason why flight 
simulators were as popular 
as they were for a long time. 
Humans love to aim and fire 
and it has nothing to do with 
killing things but it is about 
competition and being better 
than others. It is the same 
basic lust that drives us to 
play ball-based sports—the 
thrill of skilled precision and 
exerting power, and being 
better than someone else. 
That basic human emotion 
of triumph, when you shoot 
at something with pinpoint 
accuracy and actually hit it 
is simply a basic male tenet 
that isn't going to go away." 
—Andy Burt 
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THE SCIENCE OF GAME WEAPONRY 
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We analyze the technology behind a dozen fictional 
game weapons from a variety of Franchises to determine С 2 


what's entirely fantasy and what could actually exist. 


By Andrew Groen 


From Half-Life 05 physics-bending 
Gravity Gun to Halos armor-melting 
opartan Laser, the high-tech ау 
featured in video games is often both 
imaginative and unbelievable. But game 
weapons—despite employing technology 
thats not quite here yet—are often based 
on weapon technology that either exists 
іп a slightly different form or could 
possibly exist in the near future. The 
following article examines 12 notable 
weapons from various video-game 
franchises t 
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to determine how realistic 
the technology behind them is and 
whether or not they could be employed 
in real-life conflict. 


Fat Man 


FALLOUT 3 


Spartan Laser 


HALO 3 
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In the late 1950s, with the 
threat of Soviet invasion seem- 
ingly imminent in Europe, the 
U.S. developed what was known 
as the "Davy Crockett," named 
after the American folk hero, 
soldier, and politician. 

It's still the smallest 
nuclear weapon ever made, 
and with a blast radius of 
only a few hundred meters, 
it could be fired safely out of 
range via a tri-pod launcher. 
Its nuclear yield was only 
.01 kilotons, compared with 
the 15 kiloton Hiroshima 


bomb, and the 50,000 kiloton 
hydrogen bomb developed by 
the Soviet Union. 

The missile itself weighed 
just 51 pounds, and had the 
power to not just destroy on- 
coming Soviet forces, but also 
keep the area poisoned with 
lethallevels of radiation for 
up to 48 hours (long enough to 
mobilize U.N. troops.) 

Davy Crockett was almost 
small enough to be shoulder- 
mounted, and just like Fallout 
3's Fat Man, this device was 
laughably inaccurate. 


Halo 3's “directed energy weapon,” the 
Spartan laser, is designed for anti- 
vehicle use. It blasts a huge megawatt 
pulse that completely obliterates 
whatever it touches. 

The Spartan Laser is fairly realistic 
in its limitations despite being miles 
ahead of anything currently in use. 
For example, the Spartan laser is huge. 
Even for the massive 7-foot frame of 
Master Chief it's a stretch to consider it 
"portable." It also has a limited battery 
life which is characteristic of modern 
laser technology that would require a 
truly massive power supply. 

The problem with modern versions of 


this type of weapon is that even though 
it's very powerful, it's still only light. This 
renders laser weapons virtually useless 
in rain, fog, dust, or even smoke. 
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Rail Gun 
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In 2007 the U.S. Navy reported 
that it had developed work- 
ing versions of the mythical 
railgun that were supremely 
effective, boasting a range of 
up to 250 miles. 

It uses strong electric cur- 
rents along parallel rails to 
create huge magnetic fields 
that accelerate projectiles up 
to seven times the speed of 
sound. At speeds like this there 
isn't even a need for a warhead 


or explosion. Charles Garnett, 
project director on the railgun's 
development, was once quoted 
as saying the kinetic energy of 
the projectile is so great it's like 
hitting something with a Ford 
Taurus at 380 miles per hour. 

Whether you'd ever be able 
to mount one of these on your 
shoulder is another thing 
entirely. The massive railgun 
is currently used only on 
Navy battleships. 


eoe 


Dr. Eli Vance's famous levitation machine 
from Half-Life is referred to as a "zero- 
point energy manipulator.” Rather than 
dealing with the theoretically impossible 
concept of "un-curving" Einsteinian 
space-time to create true anti-gravity, 
Vance taps into the universe's inherent 
energy to create levitation. 

Zero-point energy is the bizarre concept 
that shows when all matter and all energy 
is removed from a given space (a perfect 
vacuum), there is still energy propagating 
through that "empty" area. 

The manipulation of this force causes 
often bizarre effects. On tiny scales (such 
as nanomachines] it can create attractive 
forces so strong that the two objects 
can по longer reasonably be called two 
separate objects. Though it is never fully 
explained, we can assume that Dr. Vance 
has successfully engineered this force to be 
reversed into repulsion. 


Heartbeat Sensor 


CALL OF DUTY: 


MODERN WARFARE 2 


Attempts to implement this device 
in real combat situations have 
failed so far. A heartbeat and its 
electrical signature are far too 
faint to be picked up on a noisy, 
chaotic battlefield. 

However, the technology exists 
and proves to be useful in other 
departments far removed from 
the battlefield. In 2007 Volvo 


implemented heartbeat sensors in 
some of its new car models like the 


580. The purpose is to send a signal 


to the vehicle's owner before they 
enter the car. 

The heartbeat sensor will be 
able to tell the driver in advance 
ifthere's someone hiding in the 
car waiting for them, a tragically 
common occurrence. Similarly, it 


could be used to remind an errant- 


minded parent that they left their 
baby in the car. 
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Smart Ammunition 


Tranquilizer Gun 


TOM CLANCY'S 
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to Future Soldier's 
smart ammo. 
But the cut- 


One of the new fea- 
tures in Ubisoft's 
upcoming Future 


Soldier is the ting edge of this 
so-called “smart technology is even 
ammunition” stranger than fic- 
that fires straight tion. Newer rifles 


through several 
targets at once. 
Smart ammuni- 
tion penetrates 
armor or cover 
easily. Blended 


have laser range- 
finders and explo- 
sive bullets. The 
result is a piercing 
round that slices 
through cover, and 


Metal Technol- then explodes in 
ogy produces shrapnel at the 
these new armor intended time. 
piercing rounds Each bullet has 
for anti-terrorism a magnetic system 
use in real life. The that interplays 
weapon manufac- with the Earth's 


turer also reports 
that Special Forces 
soldiers have 
been "extremely 
impressed" by 

the results of the 
real counterpart 


magnetic field 
each time it spins, 
which allows bul- 
lets to track how 
far they've traveled 
from the weapon 
they're fired from. 
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Oddly, one of the most seemingly 
practical weapons on our list also turned 
out to be one of the least realistic. Since 
his earliest 3D adventures, Solid Snake 
has been employing his trusty silenced 
Tranquilizer Gun, but in real life it 
couldn't be used the way it appears in the 
Metal Gear Solid games. 

Tranquilizer darts are more commonly 
used on large animals like horses. Due to 
the smaller size of a human, the dosage 
needs to be just right corresponding to 
each person's weight. Too little will cause 
no effect at all, and too much could easily 
kill them. 

Midazolam, for instance, is a fast- 
acting sedative, and even induces 
temporary amnesia, perfect for a 
sneaking mission. But too much, too 
quickly causes catastrophically low 
blood pressure and respiratory failure. 
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A few hardcore Gears of War 
fans have gone the extra mile 
to build their own Lancer- 
esque weapons, but most 

of them seem to be bored 
mechanical savants who use 
them to chop up melons in 
their back yard. 

There's nothing fundamen- 
tally wrong with the idea of 
attaching a chainsaw to a 
rifle—it would certainly get 
the intended job done. But 


weight becomes a big problem. 
The average chainsaw weighs 
as much as 20 pounds, which 
is more than triple the weight 
of a standard issue M4 Car- 
bine, making the gun heavy to 
carry around while diminish- 
ingits performance. 

Also, stopping to rev upa 
chainsaw doesn't quite have the 
spur of the moment readiness 
that a normal bayonet provides 
in close-quarters combat. 


RESISTANCE: 
FALL OF MAN 
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The L209 LAARK is one of the most 
powerful weapons in the Resistance ar- 
mory, but in this case existing weapon 
technology one-ups it. The LAARK 

is a bazooka-type weapon that fires 
rockets with the ability to "air-brake." 
Once stopped, it can fire a barrage of 
smaller missiles at enemies. 

In use today, the SMArt 155 fires a 
high-tech "fire and forget" artillery 
shell. The shell holds several rockets 
that separate from the main shell once 
airborne. After separating, they utilize 
parachutes to slow their decent and al- 
low their infrared and radar scanners 
time to locate targets. Once a target 
is verified by its systems, it autono- 
mously heads in for the kill. And since 
it uses infrared imaging, the SMArt 155 
operates flawlessly in just about any 
weather conditions. 


Lightsaber 


STAR WARS: THE FORCE UNLEASHED | 
NO MORE HEROES ?: DESPERATE STRUGGLE 


e © БЕЛЕП 


Other than the problem 
of your hands melting 
into goo by the residual 
energy, there area 
number of reasons why 
lightsabers can't exist. 

General Electric engi- 
neer Matt Gluesnkamp 
analyzed the lightsaber 
concept, and found that 
the make-up is theoreti- 
cally impossible. 

Most notable is the 
plasma of the saber 
blade, which is said 
to be directed into 
blade-form by lenses. 
Gluesnkamp notes 


that this doesn't even 
make sense because 
plasma is a gas, nota 
form of light. Focus- 
ing plasma through 
a crystal makes no 
more sense than 
focusing the wind 
through your glasses. 
He notes, however, 
that a laser-based saber 
could theoretically be 
possible by having a 
mirror at the opposite 
end, which reminds us 
quite a bit of No More 
Heroes take on the light- 
saber, the Beam Katana. 
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Mootator 
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The Gekko, Metal Gear Solid 4's bipedal, 
reptile-legged creature, is one of 

the most disgusting and fearsome 
enemies seen in a video game. While 
its high-end abilities are still far out 
of reach, the potential precursor to 
the Gekko may already be deployed on 
modern-day battlefields. 

The star of the famous viral 
YouTube video, Boston Dynamics’ 
quadrupedal superstar “Big Dog," was 
approved by the research branch of 
the U.S. Department of Defense. This 
autonomous four-legged robot is 
designed as a squad support device 
that helps soldiers bear the weight of 
their heavy equipment. 


We can't turn people into cows...yet. 
Insomniac explains that the Mootator 
reconfigures DNA at the molecular 
level and replaces a target's with that 
of a cow. It's a ridiculous concept... 
however, it's not entirely out of the 
question, at least in theoretical terms. 

Ahuman engineered, extremely 
advanced weaponized virus could provide 
justthetrick necessary to make this come 
tolife. Rather than manually altering 
DNA, scientists would need to engineer a 
virus that contained bovine genes. 

A virus operates by invading a 
healthy cell and changing its set of 
instructions, thereby forcing it to 
create replicas of the virus DNA set. 

So theoretically if it could be made to 
carry and transport cow genes, then 

it could spread through the healthy 
cells of a human. The results would 
likely be pretty ugly, though. 
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Lall of Duty: 


he rarely-publicized covert op- 
erations that took place during 
the Cold War (widely acknowl- 
edged as being the continu- 
ous state of poltical tension 
between the Soviet Union and 
the Western world between 
1947 and 1991) are the focus 
for Treyarch's next entry in the 
Call of Duty series. Treyarch's 
Josh Olin recalls how the 
studio was first intrigued by 
opportunity to bring these 
iable operations" to life 
eir game, and the special 
atives they consulted 
with for Black Ops to maintain 
a high level of authenticity. 


Black Ups 


"The team looks at it 
asan opportunity to try 
something completely new," 
he begins. "I can't recall 
any games that have taken 
place during the Cold War 
in recent gaming history," 
Olin says. "Call of Duty has 
a very long lineage—it's 
successfully done the World 
War II thing, it's done the 
modern thing very well, so 
this is an area that we can 
really 'own' as a studio. We 
found out that specifically 
during the Cold War era, 
there were lots of different 
black ops teams performing 


these secret operations, 
andthat's where we saw an 
opportunity to offer some 
really interesting gameplay. 
"After World at War there 
were a lot of ideas floating 
around the studio, but we de- 
cided pretty quickly to focus 
on this period. Even doing a 
little bit of research on the 
Cold War you can find a lot of 
information about some of the 
deniable ops that occurred all 
around the world during this 
time. When people hear that 
our game is set during the 
Cold War, they say, ‘how could 
you make a game based on 


that? There was no маг. But it's 
actually quite the opposite— 
there were a lot of smaller 
conflicts that were completely 
classified, and they were the 
ones that prevented World War 
III from happening." 

The developers also knew 
that simply researching 
the Cold War wouldn't be 
enough to support the entire 
game; they wanted to talk to 
members of the military who 
actually took part in these 
secret operations. For this 
they turned to Major John 
Plaster, who was a member of 
the elite special operations 
unit known as SOG, or Studies 
and Observations Group. 
The group took on a large 
number of highly-classified 
missions during the time 
period in question, and 
Plaster's stories helped shape 
Treyarch's interpretation of 
the era shown in Black Ops. 

"Major John Plaster is the 
foremost published author on 
506, and in one of his books he 
describes many of the missions 
that he and his team would go 
on,” Olin says. “It's only recent- 
lythat this information has 
been declassified, but Plaster 
still had to get his book cleared 
through the Department of 
Defense. We were lucky to be 
able to bring Plaster himself 


into the studio to meet with all 
of our departments; he gave us 
tons of feedback on everything 
from the story and dialogue to 
the characters themselves and 
the load-outs we gave them. 

Une of the funnier things 
he insisted we change was the 
location of the walkie-talkie 
one of the characters uses. We 
had it strapped onto his chest 
so all he had to do was reach 
up to use it, but Plaster said 
‘we'd never have that there, we 
kept them in our backpacks.’ 
As game designers though, we 
have to take some serious lib- 
erties; it just wouldn't be fun 
for players if every time you 
had to use your walkie-talkie 
you had to stop and take your 
backpack off." 

Plaster's stories also in- 
spired the team when they 
considered what weapons 
to include in the new game. 
"Although our story is com- 
pletely fictional, we took a lot 
of influence from Plaster's 
stories. One example is our 
inclusion of the explosive-tip 
crossbow bolt. He told us that 
one of his men always went 
into missions with a cross- 
bow as one of his main weap- 
ons; these guys didn't have 
supply stations or anything 
when they were out in the 
field, so what they took with 


them from the beginning was 
all they had. We thought that 
was really fascinating." 
Treyarch is definitely taking 
some creative liberties when 
it comes to weaponry to keep 
things interesting in Black Ops, 
but even here Olin states that 
what they have on offer isn't 
"outside the realm of reality." 
"We have era-specific 
weaponry, but we also have 
weapons that are much less 
traditional," he explains. "The 
AUG assault rifle and SPAS- 
12 shotgun with incendiary 
‘Dragon's Breath’ rounds are 
weapons that historians would 
say weren't in production until 
the mid-seventies, but you'll 
see them in missions as early 
as 1968 in our game. The thing 
is, though, through talking 
to SOG veterans we learned 
that they would get prototype 
weapons well before they were 
ever in mass production. We're 
not here to rewrite history or 
anything, but the fact of the 
matter is that if they were get- 
ting prototype weapons up- 
wards of five years before they 
were in mainline production, 
which is what they told us, 
then as game designers we're 
going to say that it's actually 
not unrealistic to have these 
weapons in our game." 
—Andy Burt 
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Five Can’t-Miss Player Predictions 


We turn to Madden NFL 11 for answers to our 2010 season questions 
By Todd Zuniga 


ІҢ On September 9, an all-new NEL season kicks off, but instead of listening to the ongoing hum of pundit 
prognosticators, we simulated the 2010 season using Madden NFL 11 (a.k.a. our crystal ball). Here we 
present the top five player-driven storylines, which we, of course, expect to all come true. 


Will Anquan Boldin 

Make the Ravens Super? 
When the Baltimore Ravens 
were the lucky winners of the 
Anquan Boldin sweepstakes 
(they pried him from the 
Arizona Cardinals for a pair of 
draft picks), immediately Charm 
City’s chatter shifted from their 
home team being post-season 
hopeful to Super Bowl favorite. 
While Anquan elevated the 
Ravens to an 11-victory, Wild 
Card-capturing season on the 
strength of 11 TDs, 1,052 yards 
and 70 catches, he was shut 
down in the Ravens lone post- 
season tilt, catching only three 
balls for a measly 37 yards. 


Will Drew Brees Survive 

the Madden Curse? 
After an 11-0 start, and on pace 
for their 12th straight victory, 
it looked like the New Orleans 
Saints storybook season of last 
year was on virtual repeat— 
until Cincinnati's defense 
turned Drew Brees' arm into a 


splintered toothpick, and those 
MVP chants morphed into hor- 
rified groans. Though Brees may 
have only played 11% games in 
the 2010 campaign, his 37 TD's 
against 15 picks were mighty 
impressive—and his 3,945 
yards meant he was averaging 
over 300 yards per game before 
being a cover athlete came 

back and bit him. As for the 
Brees-less Saints? They went 
1-4 without their leader, bowed 
out in the Wild Card contest, 
and broke the hopeful hearts of 
Who Dat nation. 


Brett Favre Returns— 

Right? 
Nowadays, the never-ending 
never-retirement saga of Brett 
Favre is a snoozefest not worth 
following (he's going to be under 
center on Week 1...right?). 
Vikings fans better hope so. 
While the Purple and Gold was 
formidable (8-8) without The 
Indecisive One, with him they 
were fantastic, winning their 


conference (13-3) and making 
their first Super Bowl appear- 
ance in 34 years. Favre clearly 
gave up on being a gunslinger, 
instead opting to manage games, 
throwing for only 3,266 yards, 
25 TDs but a mere 12 picks. Still, 
Minnesota needed more from 
their seasoned star than he had 
leftin the tank: Favre couldn't 
solve the Steelers secondary in 
the Super Bow], losing 28-17. 


Does Chris Johnson Run 

for the Record Books? 
Last year, Titans running back 
Chris Johnson broke out in 
monster fashion, reeling off 
only the 6th 2,000-yard rushing 
season in league history. Em- 
boldened by his 2009 success, 
Tennessee's top player said 
he planned on shattering Eric 
Dickerson's 2,105-yard mark set 
in 1984 by running for 2,500 
yards. Insane, right? Madden 11 
says so. A healthy Johnson only 
managed to reel off 1,341 yards 
and eight TDs. A solid season by 


any count, but historical? Not 
even close. Though it should 

be noted that his legs helped 
get his Titans (10-6) into the 
post-season, and he did bolt for 
a 90-yard score in the Wild Card 
round, though it wasn't enough 
for victory. 


Can Brandon Marshall 

End Miami's Dry Spell? 
Miami may have become the 
center of the NBA universe 
when Lebron James, Chris Bosh 
and Dwayne Wade all teamed 
up in South Beach. But come 
September, it'll be all eyes on the 
talents of newly-acquired wide 
receiver Brandon Marshall to see 
if he can elevate the Dolphins 
passing attack from pathetic to 
productive. Just like in Denver, 
Marshall's numbers were 
solid—1,121 yards receiving on 
88 catches, and seven TDs—but, 
just like in Denver, it didn't add 
up to enough victories (8-8) 
for Miami to get back into the 
post-season. 
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007 holds a special 
any gamers hearts, 
those that were 
ring the height of 
opularity. Over 

a decade later, Activision 

is bringing back one of the 
forerunners of the console FPS, 


"re taking with 
Widdows says. "I 
they understand 

couldn't just remake 
the original game for a lot of 
reasons, primarily because it's 
a 13 year-old title. We're paying 
homage to it without aping the 
original property." 

Üne of the biggest changes 
in the remake is the inclusion 
of Daniel Craig as James Bond. 
Widdows asserts that this 
wasn't а rash decision, but 
one that was made with EON 
Productions, the London-based 
production company that owns 
the Bond franchise. 

“When you talk to the guys 
at EON Productions, their 
perspective is that there is 
only ever really one Bond. 
Pierce Brosnan no longer 
exists as Bond, it's now Daniel 
Craig," Widdows says. "It's 
kind of the same reason you 
wouldn't bring back David 
Niven to Casino Royale, or 
even why a new Donkey Kong 
game doesn't feature a monkey 
standing on top of girders 
throwing barrels at you," he 
says, laughing. 


The inclusion of Craig 
has allowed Widdows and 
the team at Eurocom to cast 
Bond in the same light as he's 
been portrayed in the most 
recent films, and focus more 
on James Bond's new "tough. 
guy" persona. 

"Tonally this game is more 
relevant to the modern gamer. 
It's got a slightly darker, 
tougher edge, and we can 
downplay the gadgets a little 
bit," Widdows explains. "Lasers 
in watches feel a little trapped 
intime, and exist during a 
different Bond era. Using Craig 
has also allowed us to create 
something fresh rather than 
something that feels dated." 

While offering the same 
general story that is present 
in both the original game 
and movie, the story has 
been reworked so that Bond 
[and the player) experience 
everything throughout the 
narrative first-hand. Widdows 
explains that certain elements 
of the story were difficult to 
change without creating a rift 
inthe narrative. 

"We really want players to 
get the full experience from 
Bond's perspective, and for 
no narrative event to occur 
without Bond being there. 

That was a really early design 
decision, and events like the 
Severnaya blast were big 
problems in that respect. We 
wanted him to be there when 
the blast goes off, otherwise 
we'd just have to show the 
aftermath. We've really had 
to take time refining that 
particular sequence, because 
it's a key part in the film." 
—Patrick Shaw 
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he world of shooters, 
ere's generally little 
entive to shoot 

hing aside from enemy 
aracters. More often than 
, firing a high-powered 
sault rifle at a building or 
e in a video game leaves 

more than a scratch. 
count senior 
Andy Wilson says 
we shouldn't live in a world 
of bulletproof trees and 
invulnerable buildings. 

"It's just plain strange that 
we've come to accept that 
nothing happens after firing 
a weapon at a wall or piece of 
scenery in a game," Wilson 
says. "In the past we've been 
restricted by the limitations of 
technology, but we don't have 
to live like that anymore." 

The concept of destructible 
environments is hardly 


anything new, though. Early 
stages of the idea can be 
traced back to Namco's Dig 
Dug in 1982. Destructibility in 
games has evolved ever since 
with Red Faction's Geometry 
Modification Technology 

and Battlefield: Bad 
Company's Frostbite engine, 
which allows 90 percent of 
environments to be destroyed 
{including trees). 

While Wilson 
acknowledges that game 
designers have been 
constructing destructible 
settings for a long time, 
he suggests no one's 
done anything quite like 
what they're doing with 
Bodycount's "shreddable" 
environments. He notes that 
if one was so inclined, they 
could literally spend a half 
an hour in a single room 


grinding it to dust with a 
deluge of bullets “just for the 
hell of it.” 

But shredding in 
Bodycount offers a much 
more practical use as well. 
“A variety of tactical options 
are presented through 
our shreddable walls and 
props,” Wilson says. “If 
you're backed into a corner 
in Bodycount, then you can 
break through the side of a 
house, tunneling your way 
through to outflank your 
enemies.” 

Demolishing your 
surroundings in Bodycount 
creates a dynamically- 
changing playing 
environment, where 
Wilson says you're the one 
"making up the rules." He 
explains that Bodycount's 
settings become an organic 


weapon where the player 
can manipulate, shape and 
shatter levels in order to set 
up traps for their enemies 
or quickly escape from 
dangerous situations. 
Wilson also points out 
that Bodycount encourages 
violence against your 
environment—not the 
environment—and that most 
ofthe destruction you're 
inflicting is on "nan-made 
objects and buildings. That 
said, he doesn't completely 
dismiss the unlikely 
scenario of an overzealous 
environmentalist coming 
out against the fact that 
you can turn a tree into a 
mountain of toothpicks in 
the game. "There's always 
the possibility you'll get an 
overreaction from someone," 
he says.—Patrick Shaw 


Future 


he Ghost Recon franchise 
has always been more 
about group tactics and 
realistic technology 
than over-the-top super 
soldiers running solo 
with laser rifles. This has 
never been more apparent 
thanin the forthcoming 
game in the series, Future 
Soldier. Though the focus 
on tactics is as present 
hereas it's been in the 
, the developers are 
ng the premise into 
near future to imagine 
t tools and weaponry 
covert soldiers will have at 
their disposal, and they've 
relied heavily on the U.S. 
military's input to realize 
these advancements. 
"Every single bit of 
technology you'll see in 
Future Soldier is based on 
conversations our team has 
with members of various 


Stuart Wh 


branches of the military," 
says Stuart White, producer 
on the game. "We've also 
talked to many of the 
suppliers that the military 
utilizes. Actually, about 
once a month a different 
group comes on-site to our 
development studio to talk 
to us and show us some of 
the exciting things that 
they're prototyping. We 
tend to take technology 
that they're using in real- 
world military situations 
and think, 'what would this 
evolve into in 15 years?' That 
said, we also have to put it 
through the 'fun filter, to 
make sure that what we're 
putting in players hands is 
enjoyable to use. 

Among the new 
technology available to 
players is a suit that utilizes 
nanotechnology to render 
Ghosts essentially invisible. 


Ghost Recon: 
soldier 


White explains that, though 
this technology can't yet 
be used on the real-world 
battlefield, looking at where 
the technology is going 
gives him and the teama 
good idea of what it could be 
utilized for in the future. 
“One of the pieces of 
technology that doesn't 
currently have any real- 
world application yet, but 
that we're really excited 
to have in the game is 
optical camouflage,” White 
explains. “Nanotechnology 
is starting to hint at ways 
we can play tricks on the 
human eye, where you 
could apply video cameras 
and monitors to a suit that 
you could get into—in 
theory you could bend light 
around a human figure. In 
military terms, camouflage 
is really high up’on their 
list of priorities; imagine a 


battlefield with countless 
soldiers that the ehemy 
can't possibly detect. 

“What we've done is 
imagine that 15 years from 
now, thé technology will 
be advanced enough to 
allow a Ghost to disappear 
completely, leaving only 
their silhouette behind," 
he adds. 

White asserts that Ghosts 
rely heavily on optical camo 
throughout missions, but 
they use more than stealth 
close-quarter-combat to take 
out adversaries. With more 
than 30 weapons at players’ 
disposal there are countless 
choices, but White explains 
that their futuristic take on 
the modular rifle will make 
itthe gun players turn to 
most often. 

"Hands down, our 
signature weapon in the 
game is the MRB, which 


stands for Modular Rifle 
Bullpup,” White says. 

"The shotgun attachment 
on the rifle is what 'bullpup' 
signifies. The platform on 
the top of the rifle allows 
you to add any combination 
of attachments and gadgets, 
and we have a reward 
system so that players will 
be able to constantly unlock 
new modifications and 
upgrades for their MRB. Our 
other 30-odd weapons have 
similar upgrade systems 

as well.” 

With the popularity of 
shooters at a fever-pitch, 
many developers feel the 
pressure to please the 
general public more than 
hardcore fans of the genre. 
White asserts that he and 
the team are always looking 
for ways to open Ghost 
Recon up to new fans, but 
that the focus on strategy 


and tactics will be as present 
as ever in Future Soldier. 
“The Ghost Recon series 
has always been about 
squad-based tactical 
shooting,” White says. 
“We've always tried to 
separate ourselves from 
the run-and-gun genre 
of shooter. That's not to 
say that we don't want to 
appease run-and-gun fans 
with our game, but we really 
want to give them more of 
athinking man's shooter, 
to add that strategic layer 
that's really missing in 
the marketplace right now. 
How are you going to get 
through situations with 
your squad-mates, and 
utilize them effectively in 
the various ‘puzzles’ we 
present to you?” 
One way that White is 
ensuring that Future Soldier 
maintains the realistic 
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tactical focus of past Ghost 
Recon titles is by going out 
into the field with military 
teams to research new 
technology and undergo 
real-life training exercises, 
One instance involving 

a Humvee and a peculiar 
control method made him 
realize how far modern 
shooters have come. 

“A few years ago I was 
fortunate enough to go down 
to a research lab in Alabama 
to take a look at some of 
the tech they were working 
on," White explains. "They 
showed me some of the ways 
they're advancing Humvee 
technology. Normally you 
have a soldier mounting 
а.50 caliber rifle on top of 


the Humvee, and stray bul- 
let fire puts theirlifeata 
hugerisk. This research and 
development lab is actually 
working on a way to make 
the entire structure of the .50 
cal controllable by someone 
within the armor of the Hum- 
vee. Oddly enough, the con- 
troller for the rifle inside the 
Humvee looks suspiciously 
like an Xbox 360 control- 
ler, Their reasoning is that 
because kids coming out of 
college are already familiar 
with shooter controls in 
games, they can save a lot of 
time and resources by offer- 
ing them a control system 
that's recognizable.” 

Other instances, as 
White explains, don't 


exactly go according 

to plan. “We've had our 
military contacts take us 
out into the field for real 
tactical training, which is 
really fun for a bunch of 
nerds," he says. “They'd 
give us real-world tactics to 
use in a secluded location, 
using guns filled with 
blanks. One time we went 
out there for training, 

the military guys started 
throwing flashbang 
grenades behind us; we had 
no idea they were going to 
do that. It didn't affect our 
vision because they were 
going off at our backs, but 
they definitely shocked 
the s*** out of us...they're 
insanely loud."-Andy Burt 


publisher is utilizing 
to reward players who 
take part in any of their 
myriad of shooters 


way for the publisher to 
give back to the fans. 
"People who play 
Battlefield: Bad Company 
2, Medal of Honor, Dead 
Space 2, and Battlefield 
Heroes will all get 
rewards through the 
Gun Club," O'Leary says. 
"For instance, in Medal 
of Honor players can get 


an immediate unlock for 
the M24 sniper rifle from 
Battlefield: Bad Company 2 
if they are VIP members of 
Bad Company 2. 

“It's a fairly simple 
setup: do X or Y in this 
game and get Z in another 
game," O'Leary adds. 
"Additionally, there are 
other perks to the Gun 
Club; buying a copy of 
Medal of Honor: Limited 
Edition gives players early 
access to the Battlefield 
3 beta, which we think is 
pretty exciting." 

The Gun Club system 
is still in its infancy, but 
O'Leary states that it 
will grow over time and 
offer players cumulative 


rewards for joining up. 

“We're always looking 
for new ways to integrate 
our players and reward 
them for playing. It's off the 
ground, but it'll continue 
to evolve and change. Our 
account system can track 
all the games you play, 
so maybe in the future 
something like Gun Club 
could be used for sports 
titles as well.” 

Currently, joining EA's 
Gun Club offers only a few 
rewards, but in the future 
EA plans to give players 
access to not only in-game 
content, but also to their 
development teams, as 
well as more opportunities 
to gain early beta access 


to titles—such as the 
initiative they're working 
on for Battlefield 3. 
O'Leary states that the 
Gun Club system works 
best for shooter fans 
because, by and large, 
they're always looking for 
the next big thing. 

“The great thing about 
shooter fans is that they 
generally love shooters 
of all different varieties, 
so rewarding them for 
playing a new title makes 
sense," O'Leary says. 
“Picking up the reboot of 
Medal of Honor is a perfect 
opportunity for players to 
check out what the 
Gun Club has to offer.” 
—Andy Burt 


War 


Dames 


War veterans and game designers share their thoughts on how real-life conflicts 
like Vietnam and the Iraq War are depicted in video games. 


ach day, thousands of 
gamers come home, 
turn on their video- 
game consoles or PCs, 
and settle in to play a 
game. For many, it's 
a hyper-realistic first- 
person shooter along the lines 
of Call of Duty: Modern War- 
fare 2. Others may entertain 
themselves with a war-themed 
strategy game like Hearts of 
Iron III. 

But as gamers combat each 
other in multiplayer arenas, do 
they ever stop to consider how 
veterans feel about the video 
games that are based on expe- 
riences they've lived through 
in real life? 

In this article, we talk to de- 
velopers, gamers, and veterans 
to find out how they all ap- 
proach these games, feel about 
the conflicts, and consider the 
sacrifices made by soldiers in 
the field. 


VETERAN FEEDBACK 
First-person shooters involve 
killing. And it's important to 
gamers that these games feel 
as authentic as possible. Oth- 
erwise, the immersion breaks. 
Strategy games also feature a 
great deal of killing, but the 
deaths are more abstract—it's 
easy to think of the soldiers 
represented as a collective unit 
or even as lifeless machines. 


Robert Bowling, creative 
strategist at Call of Duty 
developer Infinity Ward, says 
that designers at the studio try 
to capture the true experience 
of the soldier. And part of that 
experience is attempting to 
recreate combat. A number 
of studios, including Infinity 
Ward, consult veterans dur- 
ing the development of their 
games—and vets reach out to 
developers with their opinions 
as well. 

"When Call of Duty 4: 
Modern Warfare was first 
released, we were contacted 
by the crew of a real AC-130 
Spectre Gunship,” Bowling 
says. "They wanted to tell us 
how excited they were to have 
their role—one of huge impor- 
tance to troops on the ground 
and typically overlooked in 
media— depicted in the game. 
We get lots of mail like that, 
and it's always positive." 

This type of feedback fre- 


| quently influences how games 


are designed too. "When we 
were making Call of Duty 4: 
Modern Warfare and went 
out to 29 Palms [U.S. Marine 
base] here in California, we 
met with an armor battalion 
to get reference footage for the 
Bog levels in the single-player 
campaign. The name of the 
battalion's tank was actually 
"War Pig, and they asked if we 


could somehow incorporate 
that into the game," Bowling 
says. "It ended up being your 
main objective and title of the 
level ‘War Pig.” 

Johan Andersson, the inter- 
active development director 
of strategy-game developer 
Paradox Interactive (Hearts 
of Iron) notes that while the 
Sweden-based studio doesn’t 
have any veterans on staff, “we 
do have a group of about 150 
volunteers who are involved in 
different parts of development, 
and many of them have experi- 
ence in the army.” 


DOES THE MEDIUM 
MATTER? 
Books and films frequently 
tackle wars, past and present. 
Some are blatant propaganda; 
others, fiction and documenta- 
ries both, strive for realism but 
receive criticism from veterans 
for liberties taken by the 
creators. Because of their inter- 
active natures, games present 
stories differently than books 
and film. Do veterans view such 
games differently than books 
and films based on war? 

“Tt depends.” says Matthew 
Shea, a member of Ameri- 
can Legion Post 911 of San 
Francisco and veteran of tours 
in Iraq and Afghanistan. “Let’s 
take books, for instance. Is it 
based on war or more histori- 


cal? If it’s based on war, I don't 
get involved. I’ve been there. 
Movies, I don’t watch [when it 
comes to] war, because there 
are so many fallacies. 

“Video games are video 
games. Each one of these has 
their portion where they try 
to take people someplace else. 
You can be fighting space 
aliens or in Fallujah; it doesn’t 
really matter. They take you to 
another place.” 

Nick Diamon, a gamer who 
served in the U.S. Army and 
saw action in Iraq (the first 
Gulf conflict) and Bosnia, 
echoes Shea’s sentiments. “I 
absolutely do [view them dif- 
ferently]. Video games are pure 
entertainment to me. I go into 
them knowing that nothing ГЇЇ 
experience will be as illumi- 
nating as a 'serious' book or 
movie," Diamon says. 

It's important to examine 
these issues through more 
than just news reports and 
even books and film. That's 
the significance Six Days of 
Fallujah and their ilk hold. 
The controversial third-person 
shooter from Atomic Games, a 
noted developer of wargames, 
came under fire when an- 
nounced and was later dropped 
by its publisher, Konami. 
Veterans disagree on whether 
it's proper to approach these 
issues in a game. 


"In order to mature as a form 
of entertainment and/or art, 
games practically have an obli- 
gation to take on subjects where 
interactivity is a feature instead 
of a challenge,” says Roberto 
Arguedas, a Marine vet who 
fought in Fallujah and Ramadi 
in Iraq. "For instance, with your 
standard open-world game, 
there is almost always a tension 
between the narrative and how 
much freedom you allow the 
player. We see competent writ- 
ers struggle all of the time with 
how interactivity messes with 
the standard conception, lead- 
ing to occasionally clever—[Red 
Dead Redemption]'s bandanna 
actions—and more often ludi- 
crous solutions—Infamous's 
karma. 

"On the other hand, war- 
games like Modern Warfare 
have demonstrated that the 
most contrived of Tom Clancy 
knockoffs remain a serviceable 
vehicle for absolutely nailing 
the set pieces and the ‘feel’ of 
combat, in a way that even fa- 
mous scenes like Saving Private 


“I thought The Hurt 
Locker was an awful 
movie, but it never 
would have bothered 
meas much had it not 
been marketed and 
described by the 
director herselfasa 
gritty window into the 
real life of a soldier. 
Had I known I was go- 
ing to see Point Break: 
Iraq, my expectations 
and criticisms would 
have been different.” 


Ryan’s opening could never 
recreate. The ability to use the 
simple interface a console or 
computer provides to switch 
a player from the visceral, 
deafening frontline to the 
antiseptic environment of an 
airplane delivering ordinance 
on dots on the ground makes 
for a unique contribution to 
the discussion about war for 
civilians and veterans alike.” 
The game’s genre even mat- 
ters. “Greybrair,” a U.S. Army 
Vietnam veteran who prefers 


| to use his online handle, plays 
| strategy games but feels titles 


such as Six Days in Fallujah 

cross a line. “A strategic game 
dealing with a battle or a war is 
one thing, but to create a shoot- | 
er for gamers to act out? Cer- | 
tainly the military personnel 

who displayed courage under 

fire deserve to be remembered | 
for the admirable qualities they | 
exhibited. But let’s not cheapen 
their heroic actions by making 
a video game wherein players 
get their jollies by slaughtering 
other human beings.” 


UNDERSTANDING 
SACRIFICE 

As the Obama administration 
discusses force withdrawals, the 
wars in Afghanistan and Iraq 
march on. Soldiers have been 
fighting in Afghanistan since 
2001 and in Iraq since 2003, 
and while news from these 
fronts stream into newspapers, 
radio, TV, and websites, the 
average American’s interest in 
the war is miniscule. They don’t 
want to learn more about it; 
they want out. 

This is one reason why 
Atomic Games is determined 
to tell the story of veterans 
of Iraq. Atomic counts a 
significant number of veterans 
among its staff, and it creates 
training tools for the U.S. mili- 
tary as well as games. Veterans 
of World War II received praise 
for their service, and many 


| writers, filmmakers, and game 
developers have told their sto- 


ries. Nearly a decade of conflict 
has left Americans weary of 
the wars in the Middle East, 
and Atomic doesn’t want to see 


those veterans cast aside, their 
stories untold. 

"Six Days in Fallujah was 
conceived by veterans who had 
just returned from Fallujah. It 
is being created with the help 
of many dozens of veterans 
who served in Fallujah. And 
still, more than a year after 
Konami pulled out, I get emails 
every week from Fallujah vet- 
erans asking how they can help 
ensure the game gets made," 
says Peter Tamte, president of 
Atomic Games. "The main rea- 
son so many veterans tell me 
they support Six Days in Fallu- 
jah is because it is a chance to 
tell their story to a population 
that knows very little about it. 
From my perspective, it would 
be tragic if our society only 
honors those who served in 
wars decades ago, when there 
are so many truly heroic young 
people who are serving right 
now." 

One of the criticisms fired 
at Atomic over Six Days in 
Fallujah is that it's too early 
to examine the conflict in a 


game. Arguedas disputes this. 
"There is no such thing as too 
soon," he says. "Even if it did 
not have the direct participa- 
tion of veterans—apparently 
only on the U.S. side, unfortu- 
nately—it's entirely up to the 
comfort level of the creator 
and their willingness to brave 
the inevitable controversy. 
My default position is always 
to regard the examination of 
historical events, for profit or 
otherwise, as an inherently 
useful activity. If I had any 
requirement, it's that they be 
marketed appropriately given 
how stringent they think they 
are in terms of realism. 

"As an example, I thought 
The Hurt Locker was an awful 
movie, but it never would 


| have bothered me as much 


had it not been marketed 

and described by the director 
herself as a gritty window into 
the real life of a soldier. Had I 
known I was going to see Point 
Break: Iraq, my expectations 
and criticisms would have been 
different." 


"Inorderto mature 
as a form of enter- 
tainment and/or art, 
games practically 
have an obligation to 
take on subjects 
where interactivity 
is a feature instead 
of a challenge.” 


Such protestations can even 
convince gamers to skip a title. 
“Platoon was praised by vets for 
its truthfulness and realistic 
portrayal of what really hap- 
pened. So if veterans started 
saying a game was not accurate, 
I would listen,” Canadian gamer 
Lance Darnell says. 

Shea doubts video games 
can help relate the sacrifices 
soldiers make in war. “I don’t 
know. Do you think a kid who 
is 18 understands what war 
is like? No. Do you think an 
adult of 35 can? No,” Shea 
says. “I don’t think it’s going 
to help them.” 

But can video games help 
civilians respect the sacrifices 
soldiers make? Shea’s 
uncertain about games’ ability 
to foster such respect. “It’s 
possible...yes. But that’s as far 
as it goes. But, then again, I 
don’t know.” He wraps up his 
thought with the barrier that 
stands between soldiers and 
citizens better understanding 
one another: "I'm not a 
civilian." El 
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hen the original Tomb 

Raider was released in 

1996, few of us were 
prepared for the cultural impact 
that it would have both on games 
and the broader entertainment 
landscape. Developed by Core 


f Light launches, a look back at the 
ara's original adventure. 


Design, the U.K.-based studio 
that had been struggling for 
years to carve out its own 
identity since being acquired 
by the similarly floundering 
Eidos Interactive, Tomb Raider 
is arguably one of the most 
important games ever made. 

It helped redefine the action- 
adventure genre, it established a 
whole new grammar for games 
set in 3D environments, it 

was instrumental in the global 


success of the PlayStation, and it 
helped legitimize the need for 3D 
acceleration hardware in PCs. 

Despite all of this though, 
much of what has been written 
about the cultural significance 
of the franchise, which has now 
spanned nine games and sold 
over 35 million copies in the 
past 14 years, has focused on 
the amply-bosomed and acro- 
batic action heroine Lara Croft, 
rather than the adventures in 
which she stars. 

Lara, who broke the cartoon- 
style video-game archetype set 
by Mario, Sonic, and the casts 
of games like Street Fighter 
or Final Fight, soon became a 
separate consideration from the 


game in which she starred. Her 
importance as a star vehicle for 
Angelina Jolie, her inclusion 

on the giant video walls during 
025 ridiculously over-the-top 
PopMart tour in 1997, or her 
appearance as the first “virtual” 
cover model on Time magazine 
had little to do with Core’s prod- 
uct, and more to do with the 
fascination of a virtual character 
with big boobs that was associ- 
ated with a massively successful 
piece of entertainment. 

Earlier this year, the Guin- 
ness World Records organiza- 
tion awarded its largest ever 
number of individual accolades 
to Lara Croft. Not the Tomb 
Raider game or franchise, but 


the character. Lara was recog- 
nized as the "most successful 
video-game heroine,” as well as 
“the most recognizable female 
in video games.” She was also 
acknowledged for spawning the 
“highest grossing game spin-off” 
(though let's face it, the competi- 
tion wasn't exactly fierce) as well 
as the clumsily-worded “most 
successful live action transfer,” 
whatever the hell that’s sup- 
posed to mean. Apparently, it’s 
an award created to acknowledge 
the $431 million worldwide take 
of the two movies. She was also 
rewarded for being the “most 
detailed video game character,” 
which seems a little specious. 
While the escapades of a sexy, 
female rethink of Indiana Jones 
certainly captured the attention 
of millions, it’s plausible to say 
the true power of the brand actu- 
ally rests elsewhere. For gamers, 
Tomb Raider is one of the most 
significant entries in our cultural 
canon. Much like Super Mario 
64, which was released a year 
prior, it forced us to think differ- 
ently about the worlds that we 
explored: Not only did they look 


3D, but we were forced to think 
multi-dimensionally. Many of us, 
thanks to the slow deterioration 
of the brand over the years, now 
associate Tomb Raider with gun- 
play and combat as much as we 
do with its puzzles and quests, 
but the original was far more 
cerebral and moved at a much 
more relaxed pace. Tomb Raider 
introduced large environmental 
puzzles into its core gameplay, 
the structure of which forced us 
to look around and understand 
how the world fit together. This 
helped to assert the integrity of 
each room within the game and 
our perception of Lara and her 
place within them. 

Because of the limitations of 
the graphics technology in the 
original PlayStation, the Sega 
Saturn, and the PC at the time, 
every room in Tomb Raider was 
constructed from equally-sized, 
textured blocks that sat at 
90-degree angles to each other. 
Though much was done with the 
art to obscure this fact, everything 
in the environment adhered to 
this simple architectural rule. 
Fortunately though, this actually 


eased our transition from 2D 
experiences like Another World 
and Flashback (both noted as 
influences by Tomb Raider lead 
artist Toby Gard) into something 
more 3D and solid. 

As we got used to being able 
to look up and down, and even 
move the camera around in 
relation to where our character 
was standing, we were able to 
take some comfort from the 
fact that the game still had 
some simple-to-understand 
physical rules. Remember, this 
was before games had lighting 
or physics to provide a sense 
of solidity or visual depth, and 
before analog controls gave us 
more refined control over our 
actions. Because the individual 
blocks and the seams between 
them were all quite visible 
though, the game managed to 
subtly communicate a credible 
sense of distance, and let us 
understand what we could 
jump over, cling to, or climb up, 
and it helped us understand 
where we could move the 
objects (also cubes), and how 
switches and traps worked. 


TOMB RAIDER (PLAYSTATION) 
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Lara's movements were all tuned 
to this 3D grid as well. Her 
individual steps were mapped 
specifically to the visible tiles, so 
after relatively little time playing 
we could understand that a 
quick tap on the directional 

pad would move her a specific 
distance. One step back helped 
with a standing jump, and 

three steps back set her up fora 
longer, running jump. 

This 3D environmental aware- 
ness is something that was so 
influential that we now take it 
almost completely for granted. 
Looking back at it now, you can 
see where even a huge, modern 
production like God of War III 
owes much to the groundwork 
laid by Core Design. While the 
pace and the spectacle of the 
game is quite different, its large 
environmental puzzles have 
evolved very little since the old 
block-sliding puzzles from the 
original Tomb Raider. Whether 
it's moving a block to affect the 
workings of a large machine (we 
saw that in Lara's first game) or 
moving huge blocks into place 
so a room can be more easily 


navigated (that was in Tomb 
Raider, too) the fundamentals 
are still the same. It's not just 
God of War, either. Look at just 
about any 3D action-adventure 
game from the last decade, and 
chances are it owes something 
to the original Tomb Raider. 
Some games are more obviously 
influenced, like Naughty Dog's 
Uncharted, but there are visible 
traits of it in the Splinter Cell 
games, Star Wars: The Force 
Unleashed, and even Grand. 
Theft Auto IV. 

Subsequent Tomb Raiders 
riffed on the core mechanics 
considerably, but as the 
technology improved the pure 
essence—let's call it Tomb 
Raider-ness—became severely 
diluted. It's almost as if the 
strengths of the original were 
born from the weaknesses of the 
technology. As the guts of the 
game became more advanced, 
the spirit became weaker. Tomb 
Raider II was a refinement of 
what had come before, but after 
that we saw things become far 
less focused. The global success 
of Lara the pop-culture queen 


also distracted Core from the 
fundamentals, and what we 
learned had been "improved" 
with each sequel and moved 

the game away from its roots. 
Her boobs became boobier, her 
hair hairier, her shorts shorter, 
but her essence became far less 
that of an adventurer. People 
liked shooting at stuff, so she 
got to shoot more stuff. As the 
graphics got better, and the 
controls more refined, we had 
to think less and less about the 
environment, and more about 
simply what was in it. By the 

tail end of the PlayStation 2 
generation, the franchise was a 
mere shadow of its former self, 
and the creative void had caused 
Core Design to completely 
implode. It wasn't until Crystal 
Dynamics took control in 2006 
that we saw some semblance of a 
return to form, but the influence 
that the original exerted was 
never repeated. 

After 15 years, the emphasis 
has now completely shifted to 
become all about the heroine. 
Now that Lara is part of the 
Square Enix global empire, her 


next adventure will see her 
name get top billing. Lara Croft 
and the Guardian of Light is a 
new kind of game that shakes 
the Tomb Raider legacy out of 
its hair once and for all. After 
years of deteriorating quality 
and a greater emphasis on char- 
acter, the balance of franchise 
power has shifted. Ms. Croft 
may be still be the reigning 
queen of video games, but we 
will always remember her origi- 
nal adventure as the experience 
that put her on the right path. 
—John Davison 


Editor’s Note: The first install- 
ment in our ongoing series of 
essays discussing the games, pe- 
ripherals, and people who have 
had a significant impact on the 
industry kicks off with this piece 
on the original Tomb Raider. 
While many remember it as the 
game that launched the career of 
the digital vixen Lara Croft, the 
first game in the long-running 
franchise is far more relevant for 
its contribution to game design 
as a whole. 
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Crackdown2 


Flying around the skyline of Pacific City isn't 
nearly as much fun the second time around. 


Xbox360 


m Publisher: Microsoft 
m ESRB: M 
i S| 


Crackdown as “the game 

you got for free when you 
purchased the Halo 3 beta,” but 
when it was released in 2007, 
that’s exactly how most gamers 
treated it. Microsoft’s decision 
to bundle keys to the much- 
anticipated Halo 3 multiplayer 
beta inside the case cast an 
unfortunate shadow over Re- 
altime Worlds’ debut title. For 
most gamers, Crackdown was 
an afterthought, at least ini- 
tially; once they actually gave it 
a chance, however, they discov- 
ered the game was good enough 
to succeed even without Master 


Chief's help. 


Е flippant now to refer to 


With an aggregate Metac- 
ritic rating of 84 and 1.5 million 
units sold—for what it's worth, 
Realtime Worlds' CEO David 
Jones speculated in an interview 
with Gamasutra that used game 
sales significantly cut into the 
game's retail performance— 
Crackdown was a critical and 
commercial hit, and the sequel 
released to high expectations 
that were tied into nothing other 
than the franchise's own merits. 
(Careful observers will note that 
the multiplayer beta for Halo: 
Reach was launched a scant two 
months ahead of Crackdown 2's 
release, and it isn't a stretch to 
think Microsoft could have tied 
the two together.) 

Unfortunately, the general 
consensus among reviewers is 
that Ruffian Games' attempt 
to take gamers back to crime- 
ridden Pacific City for a second 


e Raptr Player Data: Grackdown 2 


time isn’t as fun or magical as 
the first, a fact that’s reflected 
in the overall review scores. 
While many reviewers enjoyed 
revisiting the game’s open- 
world gameplay, they were 
disappointed by the developer's 
reluctance to deviate from the 
franchise formula. 

“Here is a sequel that feels 
near identical to its predeces- 
sor in just about every way,” 
IGN's Erik Brudvig writes. "The 
open-world action formula is 
the same. The game's location 
is the same. The graphics 
look about the same. And the 
shortcomings, well they're 
about the same too." While he 
does concede that the game 
can be enjoyable, Brudvig felt 
let down by the lack of innova- 
tion and progress. "[I]f you're 
like me, you were probably 
expecting a bit more,” he writes 
in his conclusion. "The new ad- 
ditions, specifically the expan- 
sion to four-player co-op, are 
welcome, but this hardly feels 
like it was worth the three-year 
wait. It's mostly just more of 
the same.” 
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GameSpot's Chris Watters also 
found the game's reliance on past 
concepts to be regrettable. "This 
game doesn't significantly build 
on or vastly improve any of the 
features of its predecessor, so 
those with high hopes for a stel- 
lar sequel will be disappointed," 
he writes. GamePro's reviewer 
Andrew Hayward agrees, calling 
Crackdown 2 "a game that fol- 
lows the development ethos of 
‘more of the same’ to a fault and 
fails to significantly improve on 
the original design." 

Some reviewers were especial- 
ly harsh on the game, going so 
far as to suggest that it felt like a 
glorified add-on for the original 
Crackdown. "[B]ased on what's 
actually here, it seems to me that 
positioning the effort as a piece 
of $15 DLC would have been far 
more appropriate than trying to 
pass it off as a $60 retail release," 
writes GameCritic’s Brad Gal- 
laway. Other critics saw it as a 
step backward for the franchise. 
"Crackdown 2 essentially is the 
original Crackdown, only with 
bad pacing, increased repetition, 
and far less content overall," 
says Destructoid's Jim Sterling, 
giving the game a 4.5 out of 10. 
Elsewhere in his review, he asks: 
"[E]xactly what has Ruffian been 
doing with itself for the past 
twelve months?" 

On the other end of the 
spectrum were critics who 
found joy in the game's co-op 
experience and the still-addictive 
orb-hunting mechanic. Speaking 
on the first topic, Planet Xbox 
360's Garrett Grothe, who gave 
the game the highest recorded 
score—9.0 out of 10— writes: 
"Complaints aside, Crackdown 
2isa joy to play. You'll find the 
best moments to be had are 
found when playing with three 
other people, but it's still a blast 
even when searching Pacific City 
on your own." On orb hunt- 
ing, GameSpot's Watters says: 
"Collecting orbs is immensely 


Thegeneral consen- 
sus Ruffian Games 
attempt to take gam- 
ers back to Pacific 
City forasecond 
timeisntas fun or as 
magicalas the first. 


акаат ота сед 
satisfying, and there are hun- 
dreds of them scattered around 
the city. Whether you're leaping 
impossibly high or zooming 
around at unsafe speeds, it's easy 
to get caught up in an addictive 
orb-snatching binge.” 

The game's story also had a 
polarizing effect on critics, with 
some dismayed by the shallow 
narrative. "[T]he sequel's plot is 
hinged upon a series of events 
that aren't fully realized nor 
explained to players," GamePro's 
Hayward says. "Aside from an 
intro video and a truly unsatisfy- 
ing ending, the only form of 
storytelling comes from voice 
recordings scattered around 


the city. [This] approach works 


п Total percent of users 
w Who've collected every orb 


well in some games, but here it 
comes across as a lazy way of 
telling the glossed-over tale.” 

Wired's Chris Kohler was 
similarly unimpressed by the main 
campaign and the story it had to 
tell. "That's pretty much what you 
do for the next six hours: Climb 
up buildings and trigger power- 
emitting devices on the rooftops, 
then drop a beacon and defend it 
from freaks until it's fully charged. 
Wash, rinse, repeat until the game 
ends abruptly.” 

Some reviewers didn’t mind 
the game’s skeletal narrative, 
however; one critic even saw it 
as a strength. Writing for Onion's 
AV Club, Scott Jones had this to 
say: “Dissing Crackdown 2 for 
its lack of narrative is too easy. A 
video game shouldn't articulate 
everything. Games should 
be mysterious; something 
should always be left to the 
imagination. All most gamers 
need is a somewhat credible 
premise and a gentle nudge in 
the right direction. Crackdown 2 
is one of the few games in recent 
memory to give us that nudge, 
then trust us enough to let us 
take it from there." 
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The critical response toward 
Crackdown 2 is obviously divided 
and mixed, with some critics 
lamenting the familiar gameplay 
and lack of progression, and 
others content with the decision 
not to stray too far from the tried- 
and-true. The multiplayer co-op 
might be the game's strongest 
selling point, as Gamervision's 
Jonathon H. Cooper points out in 
his 6 out of 10 review. "The only 
saving grace is the cooperative 
multiplayer," he says, "[even if] the 
missions are so uninteresting and 
repetitive that even playing with 
friends can't help it too much." 

The addictive orb-collecting 
also holds value for more obses- 
sive gamers, but ultimately, 
Crackdown 2 seems to have 
failed in its attempt to truly re- 
capture the magic of the original. 
Crackdown was successful most- 
ly because gamers had no real 
expectations for it; consequently, 
the bar was set so low that the 
game was able to vault over it 
with surprising ease. Expecta- 
tions were much higher for the 
sequel, and the reviews suggest 
Ruffian has come up short this 
time around.—Tae K. Kim 
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Kane & Lynch: 


The murderous duo's debut was hounded by 
controversy, but how did critics really feel 


about the game? 


Xbox 360, PS3, PC 


m Publisher: Eidos 
Interactive 
m ESRB: М 


sk any informed gamer 
about Kane & Lynch: 
Dead Men, and the 


conversation will inevitably 
shift to GameSpot and the 
controversial dismissal of 
editor Jeff Gerstmann over 
his review of the game. While 
it was a noteworthy event 
that brought the importance 
of journalistic ethics in the 
video-game industry to light, 
it unfortunately obscured 
any conversations that were 
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occuring about the actual game 
itself. The memory of the 
controversy is still haunting 
the franchise today, following 
the release of the sequel, Kane 
& Lynch 2: Dog Days, like a 
bad odor. 

So the question remains: 
how did critics respond to the 
original Kane & Lynch? Was the 
game justifiably bad, or did the 
unfortunate scandal cast it in an 
unfairly negative light? Looking 
back at the numerous critical 
reviews that latched onto the 
game’s flaws while bemoaning 
its unrealized potential, it’s clear 
that the game received its fair 
share of scorn despite, rather 
than because of, the accusations 
of editorial impropriety. 
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Kane & Lynch: Dead Men was 
something of a change of pace 
for IO Interactive, who had previ- 
ously developed the popular Hit- 
man series. While the titular stars 
of Kane & Lynch shared Agent 
47's killer instinct, the violent 
prison escapees did not possess 
his patient and deliberate per- 
sonality. They were more likely to 
polish off scads of oncoming cops 
in broad daylight, or shoot blindly 
at security guards in a pitch-dark 
nightclub. Between Kane's quest 
to free his kidnapped wife and 
daughter from former associates 
and Lynch's deranged and mania- 
cal urges, the game offered up a 
dark and gritty narrative packed 
with thrilling set pieces, which 
many reviewers praised. 

"The game kicks off like a 
rugby team falling down a flight 
of stairs during an earthquake, 
with one of the most cinemati- 
cally arresting introductions to 
a video game ever attempted," 
says Kristan Reed in his 
Eurogamer review. Rather than 
waste time introducing its 
protagonists, Dead Men throws 
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you right into the action, as you 
witness the pair liberated from a 
prison transport vehicle. Hazily 
stumbling from the wreckage, 
you're expected to evade and 
attack the cops as you learn the 
basics of being Kane. 

It's an exciting start, no doubt, 
but that's just the beginning of an 
intense adventure that frequently 
shakes up the setting and offers 
memorable moments. "Whether 
it's your initial bust out of a prison 
bus, a bank heist, or a visit to a To- 
kyo nightclub, there's no shortage 
of incredible scenarios to experi- 
ence;' says Sterling McGarvey in 
his review for GameSpy. "In fact, 
many of the scenarios feel like the 
climaxes of other action games; 
here, they're par for the course." 

Many writers drew com- 
parisons between the campaign's 
numerous peaks and the work of 
filmmaker Michael Mann, who's 
taut and thoroughly intense 
action films include Thief, 

Heat, and Collateral. GamePro 
reviewer Cameron Lewis noted 
the parallels, but didn't think 
the game quite lived up to its 
inspiration. "A game like Kane 


& Lynch almost demands a 
gritty, well-told tale, but as much 
as it tries to emulate Michael 
Mann's contribution to action 


cinema, its narrative chops just 
aren't anywhere up to the task," 
he says. "This heavy-handed 
potboiler is just an excuse to get 
you into trouble with mobsters, 
cops, guards, and anyone else 
with a shotgun and a beef." 

And that's where things 
start to get hazy. While many 
writers praised the storyline 
and scenarios, actually playing 
through the campaign netted 
a laundry list of complaints, 
including dated gameplay 
mechanics and ill-conceived 
controls, serious A.I. problems, 
loose aiming, hit-detection 
issues, and maddening 
difficulty spikes. 

For GameSpy's McGarvey, 
itall came together in one 
immensely frustrating boss 
fight against an oncoming 
truck. "Poorly implemented 
and sloppily executed, this 
boss battle exemplifies how 
the game simply falls apart,” he 
says. "No matter how much you 


shoot at the truck, the game 
lacks the polish to show you if 
you're actually doing damage, 
and the Lynch A.I. seems to 

be off in his own world on the 
sidelines. This bit alone has the 
potential to be the breaking 
point for many gamers." 

In an otherwise mostly posi- 
tive review, Official Xbox Maga- 
zine reviewer Paul Curthoys 
bemoaned the "erratic" aiming, 
which he says is similar to 
that of the Hitman series, but 
needed to be much better for a 
run-and-gun game like this. "In 
a game that's all about spray- 
ing lead, you'd think that IO 
would've tightened things up so 
that when you've got someone's 
head dead in your sights, they 
turn out dead. Instead, you 
have to learn to keep firing 
until they crumple, regardless 
of how perfect you think your 
shot was." 

Frequent A.I. issues were 
often to blame for destroying 
the illusion of working alongside 
another skilled mercenary, and 
the lack of online co-op (only split- 
screen was available) was seen 


as simply inexcusable for a game 
released a full year after Gears of 
War's stellar co-op campaign. 

"Players are frequently 
responsible for babysitting 
their lame-brained compatriots. 
Escort missions generally stink: 
Kane frequently has to keep tabs 
on a handful of allies," explains 
The Onion A.V. Club's reviewer, 
Gus Mastrapa. "In the co-op 
version, a second player can call 
the shots for Lynch, but there's 
no option to play this two-player 
mode online.” Curthoys also 
took the development team to 
task for this oversight in his re- 
view: "There's no excuse for not 
doing it over Xbox Live in this 
day and age, and we really think 
IO just shouldn't have bothered 
to do the feature if they weren't 
going to do it right." 

While online co-op didn't 
make the cut, the Fragile Alli- 
ance online multiplayer mode 
was seen as a bright spot, as the 
ability to turn on partners for 
personal gain offered an experi- 
ence unlike anything out there 
at the time. "The tense mutual 
suspicion of Fragile Alliance 
goes a long way to improving the 
overall value," says Lewis in his 
GamePro review. "If [multiplayer 
is] all you care about, well, you 
should definitely give Kane & 
Lynch their day in court." 

But despite a few bright 
spots, Kane & Lynch notched 
the lowest average scores of any 
IO Interactive release up to that 
point— Metacritic reports a 65 
for the Xbox 360 version—and 
itis generally perceived as some- 
thing of a missed opportunity. 
IO has a chance to right the ship 
with Kane & Lynch 2: Dog Days, 
which promises a new docu- 
mentary-style aesthetic and a 
larger suite of online modes, but 
only time will tell if Dog Days 
can pull the franchise out from 
under the weight of controversy 
and unfulfilled potential. 
—Andrew Hayward 
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After the Credits: 
War for Cybertron 


Transforming a highly regarded franchise into a 
successful video game isn't easy—Game Director 
Matt Tieger tells us how they did it. 


et's just admit it. We all 

| went into Transformers: 
ша War for Cybertron—a 
Hasbro-approved canonical 
origin story—wondering how 
High Moon Studios, developers 
of Darkwatch and The Bourne 
Identity games, could possibly 
handle such a beloved franchise 
with delicacy. On the basis 


that earlier iterations of 
Transformers titles burned the 
hopes of a great game to the 
ground, we expected massive 
disappointment. High Moon 
proved us all wrong, though, 
hitting a high note with gamers 
who grew up loving the series as 
well as critics who just wanted 
a great game. We spoke to Matt 
Tieger, game director for High 
Moon Studios, to find out how 
they captured the magic of the 
Transformers franchise. 


GamePro: T xodus: The 
Official History of the War 
for Cybert: 


rtron noi i the 
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upcoming rm 
animated series both tie into War 
for Cybertron, correct? 

Matt Tieger: That's correct. 
We worked really long and 
hard with Hasbro on the story 
behind the game. It was the 
perfect storm where we were 
really trying to revisit some of 
our childhood memories on 


Cybertron, and at the same time 
they had started this initiative 
to try and coalesce some of 
these wildly disparate universes 
of Transformers into a bit 

more of a cohesive whole. And 
syncing up with the cartoon, 
but at the same time wanting to 
tell our own story, that just hit 
them in the right vein. 


on, but it looks more 


like a redux 
Was 
intent with W 4 
MT: Well, not exactly. At the 
start...the mission statement 
wasn't, “Go write the canon's 
backstory for Transformers." 
But as we continued to go 
through the process and worked 
on our story, Hasbro fell in love 
with it and we fell in love with 
it, and it evolved into that. 


he original story. 


GP: How mu 


Moon have 


h freedom did High 


lopment? 
Was any aspect of the story 
considered untouchable? 

MT: We're huge gamers who 
just happen to be Transform- 
ers fans. So, whenever we had 
ideas about gameplay or story, 
we presented them to Hasbro 
having done our homework. It's 
like, "Hey, I read this comic, or I 
watched this movie or cartoon 


ee We drove more 
toward your 

memory of those 
cartoons more than 
the reality of them... 


nd rer 


episode, and we know it did 
that, but here’s how we want 

to change it.” We wanted to 

stay true to the spirit...so we 
developed this amazing amount 
of neutral respect on both sides, 
and the guide rails they put on 
us when we began the project 
started getting wider and wider 
as they realized how precious 
and respectful we were being 
with the license. 


their s 
that story twist come from 
MT: My favorite Transformers 
stories, and even some of the best 
sci-fi stories, all follow the same 
theme: Bad guy hatches evil plot 
to take over the universe; he's 
poised to do so; good guys reset 
the balance of power. Failing is 
never fun in a game, so the first 
story as a Decepticon is setting 

up and succeeding: You're poised 
to take over the universe. Then 

in the Autobots' story, we start 
out in a very low place, and can 
now build up to victory: Resetting 
that balance of power. I never 
wanted to create a situation where 
you failed in anything you were 
interested in...and in both cases 
you succeed. 


GP: Did you have c 

old-school far - 
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MT: The thing is, your memory 
of watching those cartoons is 
very different than the reality 

of watching them. I really enjoy 
watching them with my kids 
and I have a great time. But we 
drove more toward your memory 
of those cartoons more than the 
reality of them. And remember, 


we weren't trying to make the 
best Transformers game ever, 
we were trying to make a great 
game that just happened to bea 
Transformers game. 


arather 


unconventional number as far as 


cooperative ріп) 
MT: One of the things we were 
concerned about was the cost 

of characters in game. You have 

to realize that every character is 
functionally two characters. He's a 
robot and a vehicle, both of which 
are extremely expensive character 
models. So with three characters, 
we pretty much have six on screen 
at all times before we even add any 
A.I. to fight. We decided against 
four because we were concerned 
about the quality of art and the 
frame rate we could deliver. 


065. 


GP: Did you 


story during an ongoing war wot 


rry that setting the 


sho 


make it tough for play 


lin 
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aren't well-verse 
lore to follow alon, 
MT: I definitely worried about 
that stuff. We considered telling a 
longer term story, but worried we 
couldn't do it justice. There were 
interesting things that happened 
before our story, but one of our 
watchwords was "We're not going 


Transformers 


to do it if we can't do it right.” I 
think for someone who doesn't 
know anything about Transform- 
ers, the Autobot campaign is a 
little gentler [than the Decepticon 
campaign]. It's about Optimus, 
who you've probably at least heard 
of, becoming the guy he is. 


MT: We wanted more out of 
that [formula], so the guys came 
up with...the currency you used 
to spend on all the things you'd 
ever need to do: Buy ammo, buy 
health, buy doors open. The 
team saw an opportunity to 
bring that teamwork to the next 
level and they grabbed it. 


of ammo and the dif- 


lg original intent? 
MT: I'm still investigating, to 
be honest, but it could be that 
we just don't give you enough 
ammunition when you get it, 
or that the visuals we designed 
around the ammo pickets aren't 
clear enough. Maybe there's 
plenty of ammo, and people are 
just missing it. 


GP: The single-playei 
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1 creating a 


ame? 


single player 


MT: It makes it significantly 
harder to create an experience 
where you have buddies with 
you at all times. Let's say it 
takes you 10-12 hours to finish 
the game. That's 10-12 hours 
of two A.I. characters with you 
100 percent of the time, so the 
possibility of bugs is pretty high. 
More often than not, those 
buddies are useful...and I think 
most people enjoy having those 
buddies, and the witty banter 
that comes with them. 


GP: Is Hig 


igi 
with anoth 


are they hopi 
when will we s 
MT: We're a little hush-hush 
about what we're up to right 
now, but we are so incredibly 
proud of the game we put 
together and...the future is 
pretty bright. 


ome gamers still harbor 
o the illusion that strategy 

guides are a relic in the 
era of online FAQs and video 
walkthroughs, but they prob- 
ably just haven't thumbed 
through a guide penned by 
David Hodgson yet. Hodgson, 
a former video-game magazine 
editor, now works on creating 
some of the most in-depth and 
readable strategy guides for 
one of the biggest publishers 
in the industry, Prima Games. 

The current guide that has 

dominated Hodgson's time 
(and will soon help save hours 
of yours) is the official guide 
for Fallout: New Vegas. "It 
takes me four months of work, 
10-plus hours a day, seven 
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Prolific video-game strategist 
David Hodgson reveals one 
ofthis year's heaviest gaming 
tomes—the Collector's 
Editionstrategy guide for 


Fallout: New Vegas. 


days a week—and upwards of 
5,000 save games—to create 
a guide of this magnitude," 
Hodgson recalls. "The 
average novel runs at around 
80,000 to 120,000 words. 
For this book, I was told not 
to go over 300,000 words, 
which I almost managed." 
Hodgson gave GamePro an 
early look at the cover for the 
Collector's Edition of the New 
Vegas guide, pointing out 
the work involved in putting 
together the book, and the 
cool benefits that befit the 
product. The Fallout: New 
Vegas Official Game Guide Col- 
lector's Edition is available for 
$35 at Primagames.com and 
most video-game retail outlets. 
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